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ow many times have you
H returned to the first army

you collected for
a particular game system?
Whilst Dwarfs are undoubtably
my. favourite army they weren'’t
my first, that honour goes to
Orcs & Goblins. | loved the fun
yet ultimately unpredictable
nature of the greenskins in 4th
edition Warhammier,

That army is now long gone
but recently I've been hankering
for a return to a greenskin
force. Happily White Dwarf's
own Nick Kyme has, like a
shorter version of the
shopkeeper in the old children’s
TV show Mr Benn, magically
arrived to save the day...

Bugman’s Lament

Nick has been working on a
series of linked scenarios which
chronicles the events of the fall
of Bugman's Brewery.
Published over several future
issues of White Dwarf, this
campaign will be crammed with
special rules, characters old
and new as well as some great
scenery made by our
terrainmeister Rudgie. This will
show just how great this hobby
can be and that tournaments
are not everything...

But what has this got to do with
my desire to revisit my first
army? I'm sure that veterans
who know the story of Josef
Bugman and his brewery will
have realised that his nemesis
in this story are Goblins. This
gives me the opportunity to put
together a force for one of the
scenarios. I've picked one that
sees a river-borne raiding force
of Goblins which is trying to
attack a Dwarf barge — stacks
of excellent conversion
opportunities there.

[ won'’t give away any more
details and steal Nick’s thunder
other than to say it'll start to
run in the next two or three
issues of White Dwarf.

Round bases

My journey to convert and paint
a new Goblin army has meant
my fledgling Tyranid swarm has

o
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Next Issue!
{n Whits Dwarf 297 we'll be giving

you a free sheet of paint pot stickers

— no more spending ages searching
for that elusive colour!

to go on hold for a while. Not
too long though, | hope, as |
really want to get cracking on it.
In issue 291 | spent my editorial
talking about the colour scheme
I'd agonised over, finally
selecting a light brown body
with black carapace. Having got
about halfway through a swarm
of twenty-one Gaunts with
scything talons | realised the
folly of this scheme...

Painting Kommando Khaki over
a black undercoat was going to
be a long and tortuous job as it
needed about five coats to get a
uniform finish. With so many
models to paint | decided to
rethink my colour scheme.
Taking elements from another

Paul ‘Fat Bloke’ Sawyer

colour variant I'd been working
on | finally settled on a deep red
body (Scab red drybrushed over

a black undercoat and

highlighted with red gore) and
black chitin plates with a double
yellow stripe down the back.
This looks very striking as well
as being relatively easy to paint.
Job done!

Now | just just have to wade
through all these Goblins to get
to my Tyranids. Life can be so
tough at times!

Until next month,

Editor
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10 THE RAGING STORM

BATTLE IS JOINED!

The Storm of Chaos has begun!
Battles are already being fought
across the length and breadth of the
0ld World and beyond as the forces
of the Empire and their allies
-struggle against the overwhelming
might of Archaon’s hordes.

The Storm of Chaos website is now
live. By now you should have
‘already registered your forces and
as of 1st July been reporting your
battles to help decide the very fate
‘of the Empire.

As well as allowing you to report
your battles, the website has a
whole host of other hobby material
to keep you at the very heart of the
‘campaign. This includes some great
scenery articles about everything
from houses to hills, and race-
specific terrain encompassing dead
piles, herdstones and Chaos
monoliths to name but a few.

‘such as the Lizardmen of

To keep you abreast of the action
there is a regular newsletter, which
you can get by registering, The
Amber Fang, which details the
major events of the campaign so
far. This vital information is brought
to you by the scribes of the Empire,
who risk life and limb to keep the
channels of communication open.

Once you have registered you can
view the resuits of all the games
you've played. As your battle
experience grows you will be
promoted and your army’s banner
on the site extended to reflect this.
Witness the struggle on an epic
scale on the interactive online
campaign map as Archaon’s hordes
march across the Empire. With this
map you-can zoom in to the battle
sites your forces are participating in
You can even access a number of

sub-campaigns involving forces that

dwell outside of the Old World,

Lustria and the armies of
Settra from the Lands of
the Dead, all of whom are
embroiled in their own

of all the

massive personal campaigns!

As the campaign rages players will

be able to log their views, share
news, exchange hobby ideas and
keep in contact via forums for the
attackers and defenders. The
forums are the real focus for the
campaign where tactics will be

discussed and strategies planned.

The fate of the war lies in your
hands...

For further
details, and to
keep informed

action, log
on o the :
website below ng

T

WWW.STORM-OF- CHAOS. COM

PAGES FROM THE BLACK LIBRARY

The Black Library is releasing a
special collectar’s edition of the
awesome Skaven background book,
The Loathsome Ratmen And All
Their Vile Kin. Limited to only 300
numbered copies, this hardback
book is bound in what looks like rat
skin (complete with ears, snout and
paws). The book is wrapped in
rough hessian (marked with a
Skaven symbol) and tied with thick
cord, smuggled from the sewers
beneath Altdorf... Get one while you
can and learn the deadly secrets of
the Skaven!

The book is only available from the
Black Library's website:
www. blacklibrary.com/ratmen

If you're a fan of the Blood Angels,
then look out for the explosive
Blood Angels: Deus Encarmine from
the Black Library. The first of a two
part series, the book explores a
schism within the Blood Angels
when the chapter becomes
convinced that Sanguinius has been
reborn. Written by author James

4 THE NEWS

Swallow and with covers by Phillip
Sibbering, they're already shaping
up to be classics!

Next month sees the release of the
eighth Gaunt's Ghosts novel, Traitor
General. Gaunt's going back to
basics as he heads a small strike
team deep behind enemy lines to
rescue a captured Imperial officer.
The novel starts a new Gaunt’s
Ghosts story arc called The Lost,
and is available

both in
hardback and
alspasa
limited
collector's
edition
featuring a CD
soundirack
with rousing
music
inspired by
the novels.

For more details, check out:
www. blacklibrary.com

GRAPHIC EVOLUTION

Warhammer Monthly is having a
change of identity. As of issue 85
the title will become Warhammer
Comic. This is as the comic is
going bi-monthly to alternate
with the release of Inferno!
magazine, so you'll still be able
to get a monthly fix of action
in the worlds of Warhammer
and Warhammer 40,000.

Even though the name has
changed you'll still be able
to enjoy all your favourite
strips and some new
talent, including Shaun
Thomas's debut which
pits the mighty White
Scars Space Marines :
against the Dark Eldar. e

Lo
g

Subscribers won'tbe @
affected by this
change either, you'll
still get the same
number of issues.
Issue 84 of

LT

Warhammer Monthly is out now,
with issue 85 of the new
Warhammer Comic released 23rd
-September.




GAMES WORKSHOP ONLINE

Important news from the UK
web team — our web
developers are husily
redesigning the entire UK
website! At first you might not
notice very much at all.

The current site will still be
updated and we'll give you all
the latest news about the
hobby every week in the
meantime.,

But come December you'll

notice our new super-cool

pages as we launch phase one
of the new UK Games
Workshop website.
This will include a new
look, new content and,
most importantly, be
easier to navigate and
find exactly what you're
looking for.

To see the latest news
keep an eye on the
White Dwarf news
section or visit the
web news page at:

WWW.games-
workshop.co.uk/news

NEW! VALTEN
ON FOOT

This awesome special edition
version-of Valten, the Exalted of:
Sigmar, on foot is available on
limited release from the 21st
August - 30th September by
direct order on 0115 916 40000,
in-store order point or via our
store:

WWW.games-
workshop.com/ukstore

Each month there is a range of links from articles in White Dwarf, they are

compiled here for your convenience!
www.blacklibrary.com
www.specialist-games.com
www.games-workshop.co.uk/warhammer
www. games-workshop.co.uk/warhammerd0k
www.games-workshop.co.uk/chapterapproved
www.forgeworld.co.uk
www.gamingclub.org.uk
www.games-workshop.co.uk/skaven
www.games-workshop.co.uk/evenis
www.games-workshop.co.uk/storefinder
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DAWN OF WAR — ELDAR REVEALED!

The Eldar have now been revealed best US games websites) naming

as the ‘secret’ race for the amazing Dawn of War as a runner-up for best
Dawn of War, which was showcased  strategy game at the show.

at the recent annual E3 Expo in Los '
Angeles. The game received a lot of
attention at the premiere computer
games.event with Gamespot.com
and IGN.com (the two biggest and

A trailer for the new game was
displayed at computer trade show
E3. The trailer gives a real sense of
an ongoing conflict, with players
constantly in the thick of the action.
There is one particularly memorable
scene in which a Chaos Lord is
possessed by a Greater Daemon of
Khorne; the Lord’s body is wracked
by the power of Chaos, until he is
duly annihilated as a mighty
Bloodthirster tears through the
fabric of reality!

For more information on Dawn of
War and a sneaky peek at the
awesome demo trailer, you can now
log on to the Dawn of War website.
This includes a screenshot gallery,
news, background, concept art,
downloads and lots more!

Log on to the website at:
www.dawnofwargame.com

www.games-workshop.co.uk 5



'THE NEWS
PASTURES NEW...

After fourteen years working
together, Games Workshop and
Andy Chambers have decided to go
their separate ways.

The Club Challenge Tournament is
‘a frantic and packed weekend
‘dedicated 1o battles from the whole
range of Games Workshop games
‘systems. Ten brave volunteers
from Games Workshop headed
‘over to the event, which is held in
Nottingham by the Warhammer
Players Society, to take up the
challenge.

As a lead games designer it goes
without saying that Andy has
contributed greatly to many of our
major projects over the past few
years, and we wish him all the best.

While Andy is off to pursue pastures
new he will still be around, working
in the 41st Millennium. The Black
Library has already signed him up
for'a couple of fantastic sounding
novels, so watch this space,

The action took place on the
weekend of 22-23 May 2004, the
Games Workshop team setting out
to do battle and perhaps attain
-glory in the multi-system event.

With entrants in the Warhammer,
Warhammer 40,000, Blood Bowl,
Epic Armageddon and Warmaster
events, the team had an exciting

WPS CLUB CHALLENGE WEEKEND

weekend battling some of the hest
players in the country. Well dorie
to Owen Rees and Che Webster
who proudly netted a pair of
awards for Most Sporting Players.

Many thanks to the WPS
Committee and the clubs for such
a warm welcome to their most
prestigious event — we hope to be
bhack next year too! All that
remains is to congratulate the
Northern Warlords club for their
victory overall, Well done, chaps!

Our illustrious team (left to right):

Alan Bligh (Warhammer 40,000)
David McCurdy (Warhammer)
Tom Gilbert (Warhammer)

Paul Scott (Warhammer 40,000)
Jaime Miguel (Warhammer)

Che Webster (Epic Armageddon)
Awarded Most Sporting Player
Rick Priestley (Warmaster)
Thomas Webster-Deakin
(Warmaster)

‘Owen Rees (Warhammer 40,000)

Awarded Maest Sporting Player
Phil Scott not shown (Blood Bowl)

For mare details of WPS events
check out the events diary on

pages 8-9, or log on to:

www.players-sociefy.com

Paul: There’s
not much to
report really this
issue - ['ve
spent the early
part of it
moving house.
As anyone who
has been
through this most tortuous of tasks
knows it takes more than a few days
to get things settled and back to
normal, So, despite gaining a
dedicated painting/computer room in
my new residence as opposed to
claiming squatter's rights on the
dining room table, the room is being
used as a dumping ground for all
manner of stuff. I'm alsa thinking of
taking a restraining order out on
myself in case we think of going to
IKEA again...

THE
WHITE
DWARF

Paul Sawyer

All is not grim on the painting front,
nowever. My paint-station has the
beginnings of a brood of leaping
Gaunts with Scything talons for my
Tyranid army. I'll do a painting guide
in a future issue if time permits.

b With a bit of luck normal service will
#=be resumed next issue...

Guy: As the
Storm of Chaos
continues, I've
been playing a
fair bit of
Warhammer
recently. And
I've even won a
Guy Haley couple of times!
Changing my captain's name from
that of the never-fo-be-mentioned-
again tropical fruit to Joachim Von
Stahl-Ritter has had the desired
effect. No longer do my cannons
misfire or men run away! One game
saw my plucky men of Averheim

-give our lord Paul Sawyer a sound

thrashing. As they earn back double

their points in every game | play, I've

been happily applying paint to my
unit of Crossbowmen and am
seriously considering adding another
to my army.

0On the Warhammer 40,000 front, my
old foe Jes Bickham (who you may
remember from our Battle Report
fast month) is coming up, so it'll be
the bold men of Haliena versus the
Tyranid swarm once more as we
advance towards the conclusion of
our campaign.

Greg: This
month | have
begun work on
the mainstay of
my Border
Patrol force -
{ the elite Grave
il Guard, This
Greg MacGregor  dgathly unit will
hold the centre of my army. Led by
my Lahmian Thrall, it will be a
seriously hard unit. With the Killing
Blow ability, a Toughness of 4, heavy
armour and lots of ranks they'll be a
fierce proposition for anyone they
come into contact with. Not to
mention their ability to cause fear.

By using several smaller units of
Ghouls as an escort | hope to
effectively mave en masse, albeit a
shuffling mass, towards my foes.

I'm using lots of Burnished Gold and
Shining Gold to pick out their
ornamental armour, which has been
left untarnished despite these guys
knapping under the soil for several
years. For the Champion I'm
converting the Dogs of War Cursed
Company leader and adding a few

parts from the Skeleton sprue.

6 THE NEWS



point, the wehsite at:
www.games-workshop.co.uk/store
or direct on 0115 91 40000.

This boxed set
contains enough
compenents to
make 1 complete
Vindicare Assassin,
designed by Alex
Hedstrom.

This model requires
assambly.

These models are available via the in-store order

NEW THIS MONTH FROM FANATIC

This blister pack
contains 1
Middenhsimer Captain
on foot and 1 mounted
Middenheimer Captain,
designed by

Adam Clarks.

These modsls require
assembly.

Prices quated are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for
determining their own prices, Al informatian correct at time of going o press.

Rudgie: Well, it
feels like
everyone here
at head office
has itchy feet at
the moment as
quite a few
people,

Paul Auige including
myself, have or are maving house.
Unfortunately that, of course, means
that my hobby has suffered as all of
my paints and modelling materials
have been buried in a mountain of
boxes. But on the plus side my new
home has a large spare room that |
am currently in negotiations with my
fiancé to convert into a gaming
room (you may hear more about
this in future).

It seems | am also suffering from
the dreaded model of the month
syndrome. As all interest in my
other hobby projects has waned
since my desk saw the arrival of not
one, but two of the biggest single
plastic model Games Workshop has:
ever produced. Yes, I'm waffling on
about the War Mmak of Harad. So
| guess my next army will have to
be a tribe of Haradrim.

Niek: It's full
steam ahead
painting the
stout warriors
of the Empire
this month.
. Through a

1 frantic effort,
Nick #yme I've managed to
paint a unit of Swordsmen and a unit
of Greatswords. | really had to fly to
get these babies finished but having
a simple paint scheme from the start
helped. | still have a few details to
peg down, like the shields, but they
are ready for the tabletop. These
brave men of Altdorf are going to be
buayed up by a few more state units
(most likely Spearmen and
Handgunners) but in the near future
I'd like to do some cool stuff, like a
Warrior Prigst, Captain and Battle
Standard. As well as the Empire, I've
also been concentrating on my
Dwarlfs, completing a converted unit
of Mountain Dwarfs which can be
used as Thunderers or Rangers!
These diminutive yet doughty
warriors will be featuring in a White
Dwarf near you very soon along with
a host of other characters and units
in a special project I'm working on...

Christian:
This month
I'm off to
London
Conflict to
give the lron
Warriors their
first stab at
an agtual
tournament. So that means more
play testing of my strategy and
army list composition. It should
be a fun day out and an
opportunity to play against some
new people. Back at the office
however, it's all ahout
Warhammer. | approach the end
of High EIf army (for now anyway)
with a the inclusion of some
Swordmasters:of Hoeth, while my
Chaos force is seeing a steady
influx of newly painted models
from various units, including
Marauders, deadly Chaos Trolls
and the new Chaos Warriors I've
also begun painting up a Lord for
them, a simple little conversion
based on the incredible Archaon
model. But | fear that at this rate
of painting Middenheim will either
be conguered or secured by the
time they arrive.

Christian Byrne .

www.games-workshop.co.uk 7



THE NEWS

EVENTS DIARY

The White Dwarf Events Diary is the place to find out
about events in your area or at Warhammer World in
Nottingham. Whether it's a tournament, campaign day
or painting competition the Events Diary has ali the

details you need to know.

Are you running an event? If you want to advertise it for free in this fine

publication simply drop us an g-mail at:

eventsdiary@games-workshop.co.uk

The closing dates for receiving
details for publication in the
following issues are:

30 May for WD297 (August 2004)
14 June for WD298 (September 2004)

Please note all dates and details are
correct at the time of going to print
but are subject to change.

Events diary abbreviation guide
WH ... Warhammer

40K ... Warhammer 40,000
BB = il Blood Bowl

WAB...... Warhammer Ancient Baitles
WPS..... Warhammer Players” Society
WECW ... Warhammer English Civil War
Epic ......Epic-Armageddon

LOTR ...The Lord of The Rings

GW ...... Games Workshop
GT ......Grand Tournament

JuLy
THE TANELORN MORRIS DANGING
POWER FIST TOURNAMENT
Date: 31st July fo 1st August, 2004
Venue: Roding Valley High School,.
Alderton Hill, Loughton, Essex.
Details: Mornis strikes back! This is a
WH tournament. Players nged a
2.000pts army. Tickets are £20 and
include lunch on both days. Entry forms
can be downloaded from:
hitp:#fwww tanelornwge. org/events/dow
nipads/twge2004entry. pdf
Contact; i
conrad. gonsalves@mirageit.com
Website:
www tanelormage, org/
index.php ?page=ro1

GUNS OF FAITH .

Date: July - August, 2004 (see below)
Venue: GW Burton on Trent {July 31st
and 1st August), GW Stoke (7th and 8th
August), GW Darby (14th and 15th
August), GW Peterborough (215t and
22nd August), GW Leicester (28th and
289th August).

The storm has broken. Like &
comet, Archaon and his !mrﬂas

EselI their lives lfearly io stop

Archaon. They will offer

resistance ta the forces of

EMPIRE IN FLAMES

he and his allies sel forth 10
- stem this inexorable tide.

Details: A vast Chaos fleet is preparing
to invade the Empire and open up a
route inte Middenheim. In its path are
two mighty cannons named after the
gods of the Empire = Sigmar and Ulric.
Will the Tribe of the Bloody Maw silence
these immense guns before the Chaos
fleat can land and wreak havoe, or will
the brave defenders be stalwart against
the enemy? Contact your relevant
Hobby Centre for details.

Contact:

01283 535865 (Burton on Trent), 01782

205287 (Stoke), 01332 371657 (Derby),
01733 890052 (Peterborough), 0116
2530510 (Leicester),

Website:

wiwviw. games-workshop.co.uk/events

ONLY THE STRONG SURVIVE

Date: 1st August, 2004

Venue: GW Metro Cenire Hobby Centre.
Details: As the Storm of Chaos
approaches, the armies of the
Warhammer world make ready for
battfe. Only the strongest can hope to
win total victory. If you have the
courage to take up the challenge, then

Te;mn m this spe

oW on 5191 451
-msarve your space in

paint up a 1,500pts Warhammer army
and call the store to register your place
in this fantastic, threg-game
tournament.

Contact:

0191 2322418

Website: o s
Www.games-workshop.co.uk/events

WRATH OF VON HELSON

Date: August, 2004 (see below)

Venue: GW High Wycombe (2nd
August), GW Oxford (9th August), GW
Reading (16th August), GW
Maidenhead (23rd August).

Details: Mad Steam Tank Engineer, Von
Helson is determined to hunt down the
infamous "White Mammoth' if it's the
last thing he ever does. Join in the
quest of Van Helson and his augmented
Steam Tank to see if he can siay the
fabled beast, in this awesome roadshow
event, Contact your relevant Hobby
Centre for details.

Contact:

01494 531494 (High Wycombe), 01865
242182 (Oxford), 0118 9598693
{Reading), 01628 631747
(Maidenhead).

Website: St SRy

Www games-warkshop.co.uk/events

THE CHANGER'S TASK

Date: 7th and 14th August, 2004
Venue: G Leeds central (7th August)
and GW Wakefield (14th August).
Details: Within the Imperial Outpost of
Ferlangen, lies the ancient text, the
Grimaire Obliviatum. This malfeasant
volume holds the secrets to unravel the
protective wards that are shielding
Middenheim. Melech the Everchanger is

determined to refrieve this dread book

with only Captain Gunther Hollaman
and the wizard, Gerhart Stein-able to

stop him. All models needed for this

-event will be provided on the day.
Gontact Leeds central Hobby Centre for
further detarls.

Contacl:

0113 2420834 (Leeds ceniral)
Website: S ] !
www.games-workshop.co.uk/events
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WHAT’S ON
AND WHERE

WARHAMMER

GRAND TOURNAMENT 2005:

HEAT OME

Date: 7th and 8th August, 2004

Venue: Warhammer World, Lenton.
Details: You will need a 2,000pts painted
Warhammer army. Full details wilf be

“sent with your tickets. The weekend will

involve six games and ticket prices
include two lunches and Saturday's
evening meal

Tickets on sale from 1st May, priced at
£50 each.

Contact:
whgt@games-workshap.co.uk
Website:
www.games-workshop.co: uk/gt

THE HORDES APPROACH

Date: 14th August, 2004

Venue: GW York

Deiails: As Crom the Congueror’s horde
marches on the Empire, the Conclave of
Light gathers its troops. Will you be able
to hold Crom's force-ar will ifte Empire
burn instead? Bring your Hero's Tale
force to take part in ihis battle.

Contact:

01904 628014

Website:
WWW.games-workshop.co.uk/events

VEIL OF SECRETS

Dais: 14th and 15th of August, 2004
Venue: GW Poole

Delails: Intrigue and corruption are rife
upon Vogan in this two-day Inguisitor
campaign. There are only a set number
of places with all the warbands pre-
written so call to book your place.
Contact:

Dave Humphries (01202 685634)
Website:
WwWw.games-workshop.co.uk/events

STORM OF CHAOS CAMPAIGN WEEKEND
Date: 215t and 22nd August, 2004
Venue: Warhammer World, Lenton.
Details: Halt the tide of Chaos or assault
the Empire in this Warhammer campaign
weekend. The rasulfs of the battles will
affect the global campaign! There are 96
places available, 48 for ‘good” and 48 for
‘evil’ armies. Tickets on sale 29th May, at
£40 each, with meals and evening
emtertainment included in the price.
Contact:
events@games-workshap.co.uk
Website:

www.games-workshop. co.uk/events

WARHAMMER 40,000

GRAND TOURNAMEMT 2005: HEAT ONE
Date: 28th and 29th August, 2004
Venue: Warhammer World, Lenton.
Details: fight for a place in the finals of
this, the most prestigious tournament in
the 40K gamer’s calendar. To take part
you need a 1.500pts painted 40K army.
Full details will be sent with tickets. The
weekend involvas six games and ticket
prices include two lunches and
Saturday's evening nreal.

Tickets are on sale from the 29th of May,
priced at £50 each.

Contact:
40kgt@games-warkshop.co.uk
Website:

WIWW.games-workshop.co. ukigt

Event inermatian comect af Gime of going o prass. Games Worksbop is nat responsile for events not run By Games Workshop.



WAR RODM

Date: 28th August, 2004

Venue: GW Middlesbrough.

Details: Enlist your army for this day
long battle that could shape the future of
the Warhammer world forever

Caniact:

01642 254091

Website:
WWW.0ames-workshop.co.uk/events

HARAD PAINTING COMPETITION

Date; 28th August, 2004

Vemue: GW Poole.

Details: This painting-competition is
based on the Harad tribes from the Battle
of the Pelennor Fields supplement and-
will be judged on theme and painting
skill

Contact:

01202 685634

Website:

Wwiv.games-workshop.co. uk/events

WARMASTER BIG BASH

Date: 29th August, 2004

Venue: GW Aberdeen.

Details: The armigs of Chaos.are pouring
into the farmiands of the Empire. The.
Imperial forces must prevent the Chaos
harde from penetrating too deeply into
the Empire’s heartlands. Play as either a
defender or attacker. You will need a
painted detachment of up to 2, 000pts to
participate in this event.

Conlact:

07224 649779

Website:

Wl games-workshop. ca.uk/events

DAY OF SLAYING
Dale: August 28th and 29th, 2004

Venue: GW Stoke, GW Macclesfield, GW
Burton on Trent, GW Leicester,

Defails: Amongst the ruins of
Middenheim Boris Todbringer stands
defiant. awaiting the final assault as on
his beloved city. Outside the fortified
walls the forces of Archaon can be heard
raisiag their vaices in praise to the dark
gods. Over the weekend you will fight
desperately to tip the balance of ihe war,
but in whose faveur? Cantact your
relevant Hobby Centre for details.
Conlacl:

01782 205287 (Stoke), 01625 619020
(Macclesfield), 01283 535865 (Burton on
Trent), 0116 2530510 (Leicester).
Website;

W games-workshop.co. uk/events

WYRDSTONE HUNT — MORDHEIM
CAMPAIGN DAY

Date: 29th August, 2004

Venue: GW Glasgow.

Delaiis: 4 whole day of Mordheim
campaigning for up to 24 gamers. The
day will consist of three games: the
Wyrdstone Hunt, the Pool and Hidden
Treasure with up to four players per
fable, There will also be a magic item
auction, where players can auction off
the wyrdstone shards they have collected
frorm the ruins far magic items and
powers. All you need to participate in this
exciting event and a share of the spoils,
is a fully painted starting warbang
complete with roster

Coniact:

Ed French (0141 3325588).

Website:

wiww.games-workshop.co. uk/events

WARMASTER BIG BASH
Date: 29th August, 2004
Venue: GW Aberdesn.

ASSAULT ON MIDDENLAND

Details: The armies of Chaos are pouring
into the farmlands of the Empire. The
Imperial forces must prevent the Chaos
horde from penetrating too deeply into
the Empire’s heartlands or they will
wreak terrible havoc. Play as either a
defender or attacker. You wilf need a
painted detachment of up fo 2 000pts to
participate in this event,

Contact:

01224 649779

Website:
Www.games-workshop.co.uk/events

PAINTING WORKSHOP -~

HOBBY MASTERCLASS

Date. 4th and-5th September, 2004
Venwe: Warhammer World, Lenton
Details: Spend two. days in the
company of some of the greatest heroes
of the Games Workshop Hobby.
Top-class hobbyists from the Design
Studio, Warhammer World and the
Gaming Club Network will be on hand to
offer guidance and advice on a range of
moaelling and painting skills. Tickets
cost £100 each and are available from
10th April. Places available are limited to
50 plages,

Confact:

events@games-workshap.co.uk
Website:

Wwv.games-workshop. co.uk/events.

ARCHAON'S FINAL GAMBIT

Date: 11th September, 2004

Venue: GW Wakefield.

Details: As the final hour approaches
Archaon gathers his forces for a final
sirike.at Middenfeim. Throughout the
length and Breadth of the Empire, the
call is out. Men, Dwarfs and Elves have
put aside their differences to meet this
threat and halt the tide. Pledge your
allegignce and bring 7,000 points to
take part in this massive battle. Contact
Leeds (central) Hobby Centre for detars.
Conlact:

0118 2420834 (Leeds central)
Website:

Wi games-workshop.co uk/events

WARHAMMER

GRAND TOURNAMENT 2005:

HEAT TWO

Date: 11th and 12th September, 2004
Vemue: Warhammer World, Lenton.
Details: Round 2.of the build-up to this.
prestigious tournament. 2,000pis painted
army required. Full details with tickets.

Event informazion correct at time of going o prass, Bames Warkshop is aol respansibls for evants nat 7un by Games Warkshon,

Tickets on sale from the 12th of June.
priced £50 each.

Contact:
whgt@games-warkshop.co.uk
Website:

Wi games-workshop.co.uk/gt

BLOOD BOWL ALBION CUP

Date: 25th September, 2004

Vemue: GW Aberdaen Hobby Centre.
Details: The Second Far Albion Cup
Annual Blood Bow!. There are places for
up to 20 players. Alf approved teams
welcome. Contact the Aberdeen store for
further detaifs.

Contact:

01224 649779

Website:

Wi, games-worksfop.co.uk/events

OCTOBER

WARHAMMER DAY -

STORM IN THE EAST

Date: 16th October, 2004

Venue: Uplands Community Centre,
Carfton Colville, Lawestoft, Suffolk.
Deiails: This is a one day Warhammer
Tournament of 2,000 points. A friendly
tournament in its second year and
supported by Games Workshop,
Norwich, you play three games.in total.
The action starts at 10.15am - 7.30pm.
Entry fee only £7.

Contact:

Mike Nursey (01502 50 1381)
Website:

mikefanta@netscape.net (g-maif
preferred).

TERRAIN WORKSHOP -

HOBBY MASTERCLASS

Date: 16th and 17th October, 2004
Veaue: Warhammer World, Lenion.
Details: Spend two days in the
company of some of the greatest
heroes of the Games Workshop Hobby:
The Games Workshop Masterclass.
series gives you a chance to hone your
hobby skills over a weekend at Games
Workshop's Lenfon headquarters.
Top-class hobbyists from the Design
Studio, Warkammer World and the
Gaming Club Network will be on hand
ta offer guidance and advice on
maodelling and painting skilfs. Tickets
cost £100 each and are limited to only
50 places.

Conlact;
events@games-workshop.co, uk
Website:

WWW games-workshop.co.uk/events -

WARHAMMER 40.000

GRAND TOURNAMENT 2005: HEAT TWO
Date: 23rd and 24ih October, 2004
Venue: Warhammer World, Lenton.
Details: Fight far a place in the finals of
this, the maost prestigious fournament in
the 40K gamer’s calendar. You wilf
require a.1,500pts painted 40K army.
Full getails will be sent with the tickets.
Tickets on sale from the 24th of July,
2004, priced at £50 each.

Contact:

40kgt@games-workshop.co.uk
Website:

wwnw.games-workshop.co. uk/gt

NEGROMUNDA GANG WAR

Date: 31st October, 2004

Venue: GW Glasgow:

Details: A whole day of Necromunda
for up to 24 gamers. The day will
consist of four great games. Bring
along a fully painted starting gang
complete with roster to participate.
Contact:

Ed French (0147 3325588).

Website:

W games-workshop.co. uk/events

NOVEMBER
THE LORD OF THE RINGS BATTLE DAY
Date: 6th November, 2004
Venue: Warhammer World, Lenton,
Details: A dedicated The Lord of the
Rings gaming day with a host of great
gaming and hobby activities, covering
The Fellawship of the Ring, The Twa
Towers. The Return of the King and The
Battle of Five Armigs. Tickets are £10, on
sale from 31st July,
Confactl:
events@games-workshop.co.uk
Website:
www. games-workshop.co.uk/events

GAMES WORKSHOP OPEN DAY

Date: 7th Nevember, 2004

Venue: Warhammer World, Lenton,
Details: Great participation games for
many of our games systems, latest
refeases and sneak previews, 'Eavy
Metal painting advice, Fanatic Specialist
Games Conversion Corner (make it and
take it away with you!), Des;gn Studio
guests and seminars.

Tickets are £10, on sale from May.
Contact:

events@games-workshap.co. uk

Website:
www,games-workshop.co.uk/events

www.games-workshop.co.uk 9
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¢\ THIS MONTH’S RELEASES FOR THE LORD OF THE RINGS

i 7 £
THE BATTLL OF
PELENNOR FIELDS

-

L Warriors of Harad

Designed by Alan Perry and Michael Perry, this
, boxed set contains 24 Warriors of Harad.

These models require assembly.

THE BATTLE OF THE PELENNOR FIELDS
progress of the Harad as they battle their way to the Pelennor Fields. This
supplement also introduces the awesome Miimakil of Harad, as well as new
troops for the forces of Good, such as the Knights-of Dol Amroth and the
Rangers of the North.

You will need a copy of The Return of The King strategy battle game in order to

‘use this supplement.

‘Denmark  kr 125,00
Sweden  kr 150.00
Euro e 17.50

THE GLORY OF DOL AMROTH

Denmark kr 150.00
Sweden kr 180.00
Euro € 20.00




LQ

Warriors of the Pelennor Fields
This boxed set contains 1 Halbarad — Captain of the North, 6 Rangers of the North, 24

(mounted), 1 Prince Imrahil of Dol Amroth (on foot), 1 Prince Imrahil of Dol Amroth
(mounted), 1 Aragomn King of Gondor (mounted), 1 Aragorn King of Gondor (on foot),
5 Knights of Minas Tirith and 1 Gondor Avenger Bolt Thrower.

These models require assembly.

Denmark  kr 1380.00
Sweden  kr 163000
Euro. =~ € 18000

« Knights of Dol Amroth

Designed by Gary Morley, this blister pack contains.
1 mounted Knight of Dol Amroth.

ﬂ;i.s wodel requires assembly. : b

Denmark:
Sweden
Euro

WV Prince Imrahil of Dol Amroth
Designed by Gary Morley, this blister pack contains

1 Prince Imrahil of Dol Amroth on foot and 1 mounted
Prince Imrahil of Dol Amroth. :

Denmark  kr 125.00
Sweden  kr 150.00
Euro € 1750

Frices quoted are for products sold by Games Workshop through its own stores, catalogue or website, Independent retailers are responsible for determining their own prices. Models supplied

i unassembled and wnpainted. All information correct at time of golng to press.
—— .. e i




Knights of Dol Amroth on foot
This blister pack contains 3 Knights of Dol Amroth
on foot, designed by Gary Morley

These models requives assembly:

Denma r :
Sweden  kr 85.00
Euro € 10.00

Host of The Dark Lord
This boxed set contamns I Mamak of Harad. 36 Warriors of Harad, 5 Haradrim Raiders, 24
_‘Vlordor Ores, 1 Haradnm Champ on, 1 Haradmn blandard Bearcr 1 Hamdnm Ch;eﬁaln on

These madefs require assembly,

‘Denmark - kr 1640.00
Sweden  kr 1900.00
Euro € 210.00




War Mimak of Harad

Designed by Alan Perry and Michael Perry, this

These models require assermbly.

Denmark  kr 650.0C
Sweden  kr 750.00
Euro € 80.00

ers are responsible for determining their own prices. Madels supplied

_ Prices quoted are for producis sold by Gemes Workshop thiough its own storey, © or wehsite: Tndeg
wnassembled and unpatnted, Al information correct af time af going to press.
s — == - . e 13



AND DEATH

Loremaster Gav Thorpe relates
‘some of the major events that have
occurred so far in the Storm of

) Chaos campaign.

i he horde of Archaon and his
generals swept down through

Kislev in an unstoppable tide.
‘While a force led by D’aggorn the Exalted
waylaid Kislev troops that had mustered
in the capital and at Praag, the Chaos
unopposed. Shattered by the earlier
invasion from the Champion Surtha Lenk,
the armies of Ostland and the Ostermark
fell back before the tide of Chaos

warriors, vicious marauders, mutated
beasts and fell monsters. Across the river,
the enormous host divided into five
armies, led by Archaon himself,
Haargroth of Khorne, Styrkaar of
Slaanesh, Melekh of Tzeentch and Feytor
of Nurgle. Archaon led his warriors into
the village of Smallhof, overrunning it in
a few short minutes. Amidst the mounds
of the dead and the dying, he raised up a
‘great cairn of bloodied stones from the
razed settlement, and from the top of
this, with Kordel Shorgaar holding aloft
the banner of the Swords of Chaos,
Archaon made his proclamation:

E Melekh
Y Feytor

-*- Vardek

{#- Archaon

E Haargroth
‘?@ Styrkaar

N
%g' Grimgor %
& + Empire {
w@ Cmgzim Pl
T5  Lothern Sea Guard Battle

—

14 IN BLOOD AND DEATH
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—
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Gav Thorpe continues the story of the Storm of Chaos

“There shall be fire and there shall be
ruin! The great gods who have granted
‘me this power watch over us. Here I
make my pledge to them. The towering
fortress, the citadel known as
Middenheim, shall fall to us in blood
and death. There the flame of the false
god Ulric burns, and there it shall be
extinguished forever. The chill breath of
the gods shall cover the lands for all
time, and across this bridge of ice the
numberless warriors of the great
powers shall march forth. The End
Times are upon us, and only death or

-glory now remain!”

With a roar that could be heard for many
miles around, the army raised
their standards and the Champions of

‘Chaos called out their names and titles to

the listening gods as the army marched
south towards Wolfenburg. His generals
were brought word of Archaon’s speech,
and each vowed to his god that he would
bring more renown to their patron than
the others. Thus each staked his life and
soul on the success of their own
campaign.

East of Archaon’s horde, Haargroth the
Bloodied One was poised for the attack.
As his force approached Lubrecht, a small
contingent led by the Burgomeister
Venias Kurbel came forth to parley.
Haargroth showed no respect for the flag
of truce, and gutted the handful of men
himself, tearing their heads from their
corpses with his bare hands. As his
frenzied warriors poured into the village
destroying everything in their path, these
five heads were stripped of their flesh
and impaled on a stake in the village
square.

As his warriors piled the skulls of those
they had slain around this trophy,
Haargroth roared his pleasure to the
skies. Like a whirlwind of destruction, the
army smashed its way through the forests
of Ostland, slaying any man or beast that
did not flee, their skulls sent back by fast
riders to be added to the growing pile in
Lubrecht. Ahead lay the devastated city of
Wolfenburg and rich prizes to be
sacrificed for the Blood God.




The approach of Feytor, favoured of
Nurgle, was heralded with 2 wave of
pestilence and disease across northern
Ostermark. In Vandengart, hunger struck
first, as blighted crops and withered
livestock stilled the bustling weekday
markets. In desperation, a few fed upon
the diseased flesh of the carcasses
burned outside the town's walls. From
them the miasma was broughl into the
town, and it began to spread like
wildfire amongst the crowded streets
and alleys, as person after person
succumbed to eruptions of hoils across
their skin, lesions that festered in their
mouths, blindness and eventually death
by drowning on their own blood. Rats
and flies overran the settlement, insects:
crawled across the charnel heaps,
maggots the size of a man’s finger
writhed inside putrid bellies.

Feytor was pleased with the blessings
bestowed upon him by his foetid master,
and a great feast was held where rotted
flesh was eaten and soured milk and
cold blood drunk in honour of Nurgle.
For miles around the forest was silent,
dead birds littered the ground, the trees
became gnarled and wormy, the earth
itself covered in a slick of slime, while
mould hung in thick ropes from the
twisted boughs of the trees. Meanwhile,
to the west near Kurst, the sheep and
pigs showed signs of fever...

South of Lubrecht, the small, quiet
village and outlying dairy farms of Boven
were spared from Feytor's plague. Living
in an almost idyllic forest valley, the
people of Boven thought that perhaps
the war would pass them by once again.
They were wrong, so very wrong,

Boven had been spared the attentions of
Nurgle but was to suffer a far worse fate,
as it was the staging point for the most

e

O

twisted, depraved followers of Archaon —
Styrkaar’s army of Slaanesh. While the
people of Lubrecht died in diseased
agony, there were many of the village
folk of Boven who did not die for many
long weeks. The town itself and its small
shrines were desecrated by the followers
of the Dark Prince, and raucous,
indulgent ceremonies were conducted
over the once sacred grounds. There is
not a pain or pleasure that was not
inflicted or experienced by the villagers
and their tormentors as Styrkaar
dedicated his coming battles to the Lord
of Delights,

His people chanting his name and
singing his praises, dozens of slaves
chained together in the rearguard of his.
army, Styrkaar advanced onwards,
looking for fresh distractions in the
village of Zundap.

While the generals circumnavigated the
Middle Mountains to the east, Melekh
the Changer followed a different path,
guided by Tzeentch, the Architect of
Fate. As one might expect from a
follower of the Lord of Machination,
Melekh resolved to cross the mountains
and come upon Middenheim from the
north, unlooked-for and unopposed.
Thus he would reach Middenheim
before his rivals.

Leaving the ruins of Erengrad behind,
Melekh’s army headed south having
sacrificed the iast of those who had not
fled or been killed in dedication to the
Changer of Ways, gaining immeasurable
magical power. Though their path was
shorter, it would not be easy, for against
them stood the formidable fortress of
Bohsenfels with its haunted catacombs,
the walled town of Ferlangen and, once
they had breached the Middle
Mountains, the great fastness of Brass

A aE :
As Styrkaar enters the town of Boven, the vil!agers stand in vain against his army.

Kp g T@""M_{h*\'tlr

Keep. Yet Melekh was confident, for had
not Tzeentch himself laid out this path
before him?

SLAYERS CROSS

THE LYNSK

Whilst the hordes of Chaos poured
towards Middenheim, another army was
on the march, further to the east. Setting
out from Karak Kadrin and accompanied
by thousands of Slayers that had
gathered from across the Old World and
beyond, the War-mourner Garagrim
Ironfist marched northwards. His
ultimate aim, apart from a glorious
death in battle, was for the Kislev city

of Praag, and beyond that the Chaos
Wastes themselves.

Progress was swift at first as they
marched almost without stopping
along the foothills of the Worlds Edge
Mountains and crossed the Urskoy
unopposed, east of the city of Kislev.
The bit_ing_ wind of the open northern
plains having no impact on their bared
flesh, the Dwarfs pressed on, fording
the Lynsk even as Archaon destroyed
Smallhof. Once across the river, they
began to encounter the first of the
warped, ravenous beasts that had been
pushed south by the expanding Realm
of Chaos.

Soon there were all manner of gigantic,
horrifying creatures for them to slay; as
well as large warbands that were the
remnants of Surtha Lenk’s horde or
followers of D'aggorn. Two-headed
giants, multi-limbed spawn with teeth
like swords and flailing limbs, bears with
hides of iron, wolves the size of horses,
serpentine chymeras and scaled
cacotryces; all fell beneath the blades of
the Slayers, though no few of the
Dwarfs also were slain, their oaths
fulfilled, while those who remained
were envious of their dead comrades.

GRIMGOR ARRIVES

Perhaps by chance, as Garagrim marched
northwards, a hated foe of the Dwarfs
was moving south, and yet their paths
did not cross. Grimgor Ironhide, new
claimant to the title of greatest living:
Warlord, pressed south through Kisley,
slaughtering all in his path. Cavalry of
Kisley, tribes of Marauders, metal-clad
warriors and hideous beasts were all
overrun by the tide of greenskins that
followed in Grimgor's wake.

At the forefront of his army the gigantic
5t0ne Effigy of Gork, hewn by Grimgor
alcmg by a team of dozcns ‘of Trolls on

rollers made from the trunks of the



fountain of water erupted just to
Burzok's left as another cannon ball
W fired from the ruins on the
pposite shore ploughed into the river,
praying him and his boyz with foaming
~water. The raft on which they precariously
crouched bobbed ominously as some of

| the boyz instinctively leancd away from

| the impact.

| “Keep still. yer zoggin' pansies!” yelled

| Burzok, clipping Fangdrak round the ear as
i an example, “Yer'll "ave da floter over wiv
| yer muckin” about!”

¢ | “Cor, look at Dragnatz’ ladz,” exclaimed
1/ Gorluk, pointing ahead to where one of
| the ramshackle boats was skimming across
i the river, propelled at high speed by
frantic, wild-cyed Orcs dipping their
‘paddles in random but effective strokes.
"Zog dat,” bellowed Burzok. “We ain't
Iettin' dem pansies ‘ave ‘all da fun, are we?”

A h:’ariy roar crupted from the throats of

the other Orcs on the raft. j

“Follow da shomt!” Burzok yelled at them |
as they quickened the pace of their rowing, |
rocking the boat from side to side with
uncoordinated splashing “In da water, out
da water, in da water, ont da water...”

Under the commands of the Big Boss, the
Orcs managed to get 2 semblance of a
rhythmic stroke and were soon skidding
across the water at some speed. Guttural
jeers and yells followed them as they
raced towards the far shore.

With a splintering crash the floter :
cxploded in an expanding detonation of
shattered wood, frayed rope and Orc body
patts as a cannon ball plunged down .
through its centre. Burzok was hurled into
the watcr face first and, as he spluttered
to the surface and began to sink again,
dragged down by his armour, he could
hear the distinctive nasal faugh of Dragnatz
‘cchoing in his cars.

largest trees in the northern mountains.
“The sheer aura of Orcishness
. surrounding the army crackled, and the
Shamans who had joined Grimgor’s
- cause constantly sparked and fizzed with
energy, more than one exploding with
unreleased power, their magical
detonations greeted with jeers and
- laughter by the survivors.

. The first obstacle to be overcome was the
Upper Talabec river. On the far shore, the
-army of the Count of Ostermark awaited
with cannons and handguns. Under fire
from the Empire artillery, the Orcs
hacked down trees and looted the small

‘ | village of Kieferbad for planks, nails and
anything else that they could use to slap
together a flect of ramshackle boats.
Grimgor proudly named these perilous
vessels ‘floterz’. For the great stone effigy,
a massive raft made from the roof of a
temple of Sigmar was fitted with the
stitched and inflated hides of slaughtered

pigs.

As the guns roared with increasing
ferocity, the Orcs took to the water. Lead
shot whizzed past their heads, while
cannon balls ploughed into or skipped
across the water. The over-enthusiastic
paddling of some Orcs, coupled with the
blind terror of water that some of their
fellow greenskins were suffering, caused
many boats to overturn mid-channel, the
few who didn’t drown being picked off
by crossbowmen and archers as they

| struggled to the shore.
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Slowly, one boat then another made it
-across under the murderous fusillade the
Empire poured into the Orcs. Leaping up
the banks, the Orcs pounded across the
sodden field as fast as they could.
Miraculously, the ungainly Effigy of Gork
survived several direct cannon ball hits,
more proof that the Orc god was indeed
with Grimgor. As the fastest warriors
engaged the Empire army, the firing
slowed and more and more greenskins
made it across. Seeing that he had failed
to stave off the onrushing horde, the
Count ordered his army to retreat back
to Bechafen.

UNGRIM’S MARCH

While his son travelled north, Ungrim
Ironfist was not idle. The forges of Karak
Kadrin rang day and night with the
beating of hammers on anvils, while the

-great armouries were opened. While this

industry filled the hold, all the Rangers of
the clans were put to good use. Some
were sent out along the underway to
Karaz-a-Karak and other distant holds, to
bring reinforcements from those clans

‘who wished to lend their might to the

defence of Peak Pass. Others made the
journey down the pass itself, some as far
as the Dark Lands, waiting for the arrival
‘of the army led by Vardek Crom.
Meanwhile, Gyrocopters buzzed from
mountaintop strongholds to the valleys
and back again, looking for signs of
encroaching enemies, ferrying small
amounts of supplies to the distant
ranges, and even transporting small

groups of daring engineers to create
more defences along Peak Pass to hinder
the Chaos advance.

There was no news returning. As far as
the Rangers and pilots could discern, the
Dark Lands were empty for leagues in
every direction. In the distant skies, the
ever-present clouds that swathe the Dark
Lands seemed thicker and blacker than
normal, as the furnaces of the Chaos
Dwarfs hundreds of leagues distant
belched forth fumes and smoke. What
‘this evil toiling boded was not clear, but
Ungrim Ironfist took the news badly and
brooded in his treasury for a whole week.

‘As more time passed, the Gyrocopters
began to bring back fresh news. On the
horizon to the north, a massive dust
cloud had appeared. It could mean only
one thing, the approach of a vast army.
Sure enough, as the days passed, Crom’s
horde marched ever closer, an
innumerable horde of Kurgan warriors.

With them six monstrous Hellcannons
ground forwards under the goading of
their Chaos Dwarf crew: It is said that
Ungrim flew into a rage upon hearing of
the treacherous kin aiding the marauders
of the north, and within the day he
ordered the army assembled, ready to
march forth.

By this time, warbands at the head of
Crom’s army had begun to scale the
approaches to Peak Pass. More continued
further south looking for other routes
across the mountains, while scattered
groups of warriors made their way up
along more inaccessible goat tracks and
mountain paths — far too small for the
monstrous Hellcannons, and too
treacherous for some of the larger
spawns and beasts to traverse. However,
in growing numbers, the followers of
Vardek Crom poured into the mountains.

The first battle took place between the
sizeable warband of Tarkas Heng and an
army gathered together from engineers
out in the pass and Rangers that had
fallen back before the advance of the
army. The engineers and their
bodyguards lined up behind hastily
thrown up walls, protected by trenches
to funnel the attackers into the mouths of
the few Organ Guns and Flame Cannons
that had been brought down from the
hold. Meanwhile, the Rangers took up
positions amongst the scattered rocks
and small copses of trees that lined the
sides of the pass.

Heng’s horde came on in a great rush,
soon falling foul of the pits and oil-filled



trenches set up by the Dwarfs. Pressing
on into the teeth of the Dwarfen fire,
they were then surrounded by Rangers

appearing behind them. Unable to press

on, and their retreat cut off, Heng and
his barbaric followers were cut down as
they tried to break through, killed to the
last man. The first victory had been to
the Dwarfs, but it was merely a skirmish
in comparison to the war that was

to follow:

THE ARRIVAL OF

THE ENGINEERS

With the vicious armies of Archaon
rampaging across Ostland, the forces of
Count von Raukov were gradually
pushed back further and further.
Wolfenburg was impossible to defend,
its walls cast down and its towers
destroyed many months earlier.
Abandoning his capital to the defenders
already scratching a living in the half
ruined city, von Raukov decided to
make a stand at Castle Lenkster, to
protect the river crossing that would
give the invaders a direct route to
Middenheim should it fall.

As the Ostlanders filled the castle to
capacity and dug in around the
approaches, they were greeted by a
strange occurrence. From downstream
could be heard a distant whirring and
clanking, and smoke could be seen
many miles distant. By the end of the
day they had been joined by a bizarre
flotilla - the River Fleet of the Imperial
College of Engineers.

Led by the great steam gunboat Von
Brunel, seven specially-constructed
barges filled with engineers and their
strange creations each pulled up to the
jetties of the castle, unloadmg their
crates and boxes of machinery. The Von
Brunel took station further up river, its
twin turret-mounted guns aimed
towards the east. In its keep-like
forecastle, the best of the engineers’
marksmen gathered, protecting the

northern approaches to Castle Lenkster.

To the east and south the engineers
built revetments and emplacements for
their Volley Guns and Steam Cannons,
while a war balloon was tethered to the

S — ey L

highest point of the castle’'s central
keep, surveying the surrounding area
for many miles around. Just within sight
of the balloon, a semaphore station was
constructed, manned by engineers who
had sworn to hold the position until the
last moment in order to pass on as
much as they could about the Chaos
army whilst their machine still worked.

The engineers brought with them a
selection of their latest experimental
weaponry. Some brought improved
repeating handguns, others crewed
steam-powered rotary mortars and
temperamental bomb-launchers. Many
of the Castle Lenkster’s defenders
became as worried by the engineers’
contraptions as they were the
approaching Chaos horde, particularly
when a consignment of infamous
Herstel-Wenckler pigeon bombs was.
brought ashore.

Whatever Archaon and his horde of
Chaos chose to throw against Castle
Lenkster, they would not find the
defenders unprepared.
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SLAANESH

'CHAOS

~f A lot of gamers have,
‘s-understandably, taken the
| events of the Storm of Chaos

¢ as an excuse to get stuck into
4l new games of Warhammer,
but for just as many it's an
opportunity to revisit one of
4§ their favourite armies from a
fresh perspective. The
Slaaneshi Cult list in
particular, which harks back
to a link between Slaanesh
and the Dark Elves in earlier
editions of the game, has
been attracting a lot of
attention. We've decided to
take a look at what some
modellers have done with the
‘new army.

Dark Elf Spearmen Regiment.
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Dark Elf Army Showcase

JOHN CADICE Morathi's Dark
John is one of those modellers blessed Pégasus forms the
(or cursed) with the ability to paint an basis for this
“army, complete with converted Dark EIf Noble

characters, in the time most of us take to conversion.
paint a couple of regiments. Naturally,
this means that he’s built quite a few
armies over the years. One of these is a
Dark Elf army (one of his Witch Elves
from the army appeared in stage-by-stage
form in the How to Paint Gitadel
Miniatures book). Despite this, when he
heard about the new list, he couldn’t wait
to start building another Dark EIf army.

John uses distinctive flesh colouring for
his Elves to emphasise their non-human
nature. He's also the only one of our
modellers to have taken the opportunity
to include a regiment of Chaos Warriors
in his army. Dark Eif
» Sorceress.

Devoted of
Slaanesh
Mistress.

b CEANY Ve

VIO S,

et




This standard was ; Chaos Warrior
originally the back

Jobn bas used the bead of Lelith
= ¥ .« Standard Bearer. Hesperax, from the Warbammer
banner from the. 4 40,000 range, to convert bis
Champion of
Slaanesh.

Druchii Anointed.
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SCOTT GOLDSTEIN Sorceress on Dark
_Scott’s existing Dark EIf army, as featured Steed,

in White Dwarf 287, already had a strong
“Slaaneshi feel. For him, the new list was a
chance to add some Mounted
Daemonettes to his army. Of course, he
also took the time to create a few new
“Dark EIf units and characters to fight
-alongside them.

Unusually his army contains no plastic
‘whatsoever, which means that he has to
 be quite inventive when it comes to
-creating his units. Check out the Warrior
units made from Reaper Bolt Thrower
‘crewmen to see what we mean.

High Sorceress on
Dark Pegasus.

Dark Elf
Lordling

Scott’s aim for bis Dark Elf force is to have
it completely comprised of fermale models.
His Dark Eilf Warrior unit has been made
from one of the Reaper Bolt Thrower crew.
The shield is from the Champion of
Slaanesh on foot.
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Scott's Devoted of
Slaanesh have been
converted using the beads
of Daemonettes to add a
distinctive Slaaneshi
feeling to them.
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MATT HUTSON

Despite having several Warhammer
40,000 armies, only one Warhammer
army has really caprured Matt’s
imagination — the Dark Elves. So when
the Storm of Chaos arrived and he had
the chance to do another army, he
immediately turned his attention to the
Druchii once more.

22 THE CULTS OF SLAANESH

Matt’s first thought was to adapt his
existing army to take Slaaneshi Cult
elements, but he eventually decided that
giving his army the required character
would mean virtually repainting all his
models. Instead, he decided to build a
new one from scratch, giving them a
distinctively Slaaneshi colouring and a
high-gloss finish.

A Matt made his mounted Druchii
Anointed out of a Dark EIf Cold One
Knight. The bead is taken from the Black
Guard Master model.

 Matt’s regular Dark EIf army’s bloody
colour scheme bas a distinct Kbaine feel
to it



Dark Elf Warriors.

Daemonettes of Slaanesh.

Morathi was remounted on a plastic
Dark Steed to make this Sorceress.

Despite using many of the models
from the standard Dark EIf army, the
Slaaneshi Cult is a very different
force. Of all our modellers, only Scott
Goldstein used elements from his
existing collection, and that's because
he was already using so many overtly
Slaaneshi elements that the new
regiments fitted perfectly. It's part of
what appeals to modellers about
variant armies — the chance to create
an army with a distinctive theme from
familiar elements, and really make it

r&%‘ﬁm~m g i ‘\Masﬁv)éﬂrm m‘i A
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Models and components for converting your

RM Cult of Slaanesh armies.

ST

Mounted Daemoneties of Slaanesh £6 Morathi, the Hag Sorceress £12

- i TR AL R Denmark. .k 75.00 e i1, ik Denmark... ke 150.00
This blister contains 1 random Mounted Dagmonette. 5»;'::,; ,‘;;g;_gg This blister contains 1 Morathi, the Hag Swaden ,‘: 18000

Furo.... 61000 Sorceress, J Eura........€20.00

£10 Dark Eif Warriors £15

Denmak....kr 12500 e ) - | T
This boxed set contains 16 plastic Dark EIf Warriors, mgkﬁgggg

B, E25.00

Spawn of Chaos

This boxed set contains 1 Spawn of Chaos

Daemoneties of Slaanesh £6 Dark EIf Surceess

Daarmack... ke 75.00 x ; Dertmark.
: i This blister containg - syieden

1 Dark EIf Sorceress, Euro

This blister contains 3 Daemanettes.

1-Ghampion of
Slaanesh.
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24 SERVA"TS OF SmNESH Prices quoted are for products sold by Games Warkshop thraogh 1t own storas, catalogue or website. Prizes correct at time of going to prin.
Indegandant retailers are respanaible for determining their awn prices. Al information correct at tme of going 1o press,

e




Witch Elves |
Denmark......kr 75.00

This blister contains 3 random Witch Elves, Swatten ...t 8500
v e ] : E v € 10,00

Chaos Furies

Denmark._.. kr 7500
Swaden ... kr 85.00 = F
Euirg.... . ET000 i

This blister contains 2 Ghaos Furies.

Witch Elves Command

o This biister contains 3 Witch EIf Gommand,

Knights of Chaos

This boxed set contains 5 Knights of Chaos.

£25  Dark Elf Shades

Denmark....kr 300.00 I .
Sweden . *-;359,99_ This blister contains 3 random Dark EIf Shades.

EUFO...evrr v 4000

Models shown at 75% actual size. Models supplied unassembled and unpainted.
= = SeerF e = A SR A= % e =ece === S s N S TN S SR T S R ey R Y SR

With these cnmpnnents you can crea!e your own unigue Gult of Slaanesh army, cumplete with Druchii Anmnted

ASSASSIN SWORD: CHARIOT TROPHY HEADS |

2047021204305 €1 9947021205011 £O.G0
SLAANESH CHAMPION HEAD

MALUS DARKBLADE'S
9947020113802 £0.50 CLOAK

9947021203903 - £1.50

SLAANESH LORD BANNER SLAANESH LORD HEAD CAULDRON HAG SLAANESH CHAMPION SWORD Cold One KNIGHT SHIELD 3
9947020113802 £2 2247020113301 £0.50 BO47021204111 £4 9947020113803 £1 8847021204508 £0.50
i

, dE oD
2 A
BEASTMASTER SPEAR BEASTMASTER WHIP ARM %w

S947021205703 £1 GE47021 206704 £1

4
i
i
F.

WITCH KING HEAD
2947021203302 £1

BLACK GUARD CHAMPION SLMNE;I;]IE?EQMHON CHAMPION SWORD CHAMPION SWORD ARM  SLAANESH LORD SHIELD MORATHI HAIR J WITCH KING ARM

2047021204501 £2.50° 9947021204503 £1 9947021204703 £1 BO4T0201113907 £0.50 9547021205803 £0.50 9947021203303 £1
¥ B4TOZ0TIZE0L £1 ; = i i 7

Models shown at 60% actual size. Mudeis supplied unpainted.
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F'ncas .guated are for products sold by Games Workshop through is. own stures catalogue or websne Prices cosmect at time ot going to pnnt
p refalleds arg res ifite for detarmining their own prices. All Information comect at time of geing 1o press.




THE RETURN OF THE
DEATHMASTER

- W N e

As the action during the Storm of
Chaos hots up, Ant Reynolds

‘deadly individual. The infamous
Deathmaster Snikch, chief assassin
-~ of the Skaven Clan Eshin, has
appeared, leaving a swathe of death
in his wake. But just what his

i appearance means for the Empire
U and the Old World is as yet
unclear...

mid the horror and slaughter of
Ath'e encroaching armies of the

dread Archaon, there has emerged
a more insidious threat. Increasing
numbers of high-ranking Empire officials
are being found brutally murdered, often
within earshot of their personal guard.
There seems to be no defence against the
masterﬁli assassins rcsponqiblc for these

announces the return of a singularly

Knights of the Everlasting Light,
Dreherborg, was found with his throat
slit in his bedchambers, despite being
located in the highest spire of the order’s
heavily guarded castle. His door and
windows were heavily locked, and the
only feasible entrance to the room was
above a sheer cliff of nearly five hundred
feet. Often the elite guards of these high-
ranking individuals are found slain along
with their lords, many not even having
time to draw their weapons. Such killings
have made many within the Empire
become increasingly paranoid and
fearful, for it would seem that these
assassins can strike anywhere and

~anytime. Karl Franz himself is much

troubled by these assassinations, with so
many foreign ambassadors within the
borders of his empire, including High
Elves, Dwarfs and Bretonnians, he fears
what would happen should any of those

Deathmaster Snikch, Chief Assassin of Clan Eshin

under his protection meet with an
untimely end.

The Skaven adepts of Clan Eshin have
been responsible for countless murders
and killings throughout the years all over
the Known World. Their tracks are almost
impossible to follow, and their perfectly
executed assassinations occur even in the
most seemingly protected of places.
Amongst these elite assassins there is one
‘who is feared above all, and even other
high ranking Skaven Master Assassins
quake at his name: Deathmaster Snikch.

In recent years, many of the most baffling
and awe-inspiring killings have been
attributed to the feared Deathmaster.
Some say that he dwelt within the halls of
the Dwarf hold Karaz-a-Karak for an
entire winter, preying relentlessly upon
the inhabitants. As much as the Dwarfs

A small, black—clad shape emerged from
the ‘still water of the moat without

. stirring a ripple. The figure skittered up
\ the muddy embankment and drew near the
towering wall, beady eyes glinting from
deep within its cowl. Crouching
momentarily, the small black figure leapt
up the sheer stone wall and began
scampering up the vertical face, moving
swiftly, using the merest cracks as
handholds. The clouded night sky parted
for a moment, and moonlight shone
brightly: and the dark figure froze,
blending into the stonework. As soon as
the clouds covered the moon once more,
it continued its rapid ascent.

Easily a 150 feet above the groun'd, the
dark figure paused just below the
battlements. A guard walked along the
wall. his boots scuffing The stench of
man-—thing filled the killer's nostrils, and
its ‘whiskers twitched. The guard let out a
loud yawn and passed fust above the

| figure clinging to the wall

Scampering silently over the battlements,

X the Skaven crept up behind the guard and

W clamped a furred hand over his mouth, in
the same movement inpping a knife into
his back, severing his spinc instantly.

Leaving the body where it fell, the
Skaven -assassin shimmied down the inside
of the wall before dropping to the ground
inside the fortress. Moving swiftly, it
rounded a corner and came face to face
with another guard. Without pausing, the
assassin’s hand flashed out and the man
fell to his knees even as the Skaven raced
past him, blood gurgling from his throat
as his hands clutched in futility at the
throwing star embedded in his neck.

Scampering up another sheer wall in the
space of a single breath, the Skaven
climbed onto the rooftops and began
running swiftly along the steeply angled
slate surface that was slick with rain,
Reaching the edge, the assassin leapt,
effortlessly clearing the 20 foot gap and
continuing on towards the large circular
dome of the temple, positioned in the
centre of the fortress-compound. Pausing
on the edge of the high building, the
assassin peered intently through the night.
Below him. on ‘the third level of the
temple opposite, he could see his target
through a glassed window, talking to an
aide.

Without a second thought, the Skaven
‘assassin launched itself off the building,

arms outstretched before it. Smashing
through the window opposite, the assassin
rolled neatly on the carpeted floor and
rose in ‘a fighting crouch with three
blades readicd - one in cach hand and a
third clasped in its tail hovering
menacingly behind its head, ready 1o lash
out.

The knight-captain and his aide were still
recoiling in shock as the assassin lunged
forward, moving too fast for the eyc to
follow. The Skaven hurled one of the
knives as it closed on the knight, and the
young aide fell ‘silently to the floor, the
knife embedded to the hilt in his cye
socket. The knight swung a gauntleted fist
at the assassin as it approached, but the
assassin ducked bencath the blow and rose
within the knight's guard, ramming a
knife up into his throat.

Ripping the blade free, the assassin turned
without a sound and ran to the broken
window. Without a backwards gImcC.
Deathmaster Snikch leapt out into the
‘darkness. Minutes later shouts were heard
throughout the fortress, and armed guards
rushed through the night. The
Deathmaster, however, had disappearcd
into the dark.
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searched their most ancient and well
defended of holds, they never could find
the silent assassin. Many a noble Dwarf
joined the Slayer cult in dishonour as
the Deathmaster continually evaded
capture and circumvented even the most
vigilant of guards to strike his lethal
blows. High King Thorgrim lost two of
his sons and his daughter to the blades
of Snikch, so it is said, and yet the
unseen assassin was barely glimpsed by
the Dwarfs. None were more angered,
frustrated and grief-stricken by this than
the High King, and to make things
worse, he knew not what name to add
to his famed Great Book of Grudges
other than the name Gorakthag-throk,
which translates roughly as ‘murder-
daemon of darkness’. He ordered the
gates of Karaz-a-Karak sealed, locking
the assassin in with the Dwarfs, for he
believed that none could remain hidden
indefinitely. This was proven wrong
however, when it was discovered that
one of the many cunningly hidden
secret entrances to the hold had been
opened from the inside and its guards
slain, each one found with a throwing
star embedded in the neck.

Other stories attributed to the
Deathmaster in recent years involve the
killing of the famed Grail Knight
Boragild of Anguille, a noble knight
and victor of countless wars who was
beloved across the entirety of Bretonnia.
This epitome of knightly honour had his
spine severed as he prayed, sending the
entire nation into mourning,.

The Deathmaster was instrumental in
the sudden rise of the Warlord Clan
Mors and in the pre-eminence of Clan
Skryre. Nevertheless, the rumours
around Skavenblight speak of the
arrogance of the Lord of Decay
Morskittar, the leader of Clan Skryre. It
has reached new heights with the Clan’s
rise to power. Apparently this has
displeased Lord Sneek, the Lord of
Decay and Nightlord of Clan Eshin — and
master of Snikch. The Deathmaster has
recently been conducting a series of
assassinations to remind Clan Skryre of
the power of Clan Eshin.

Amongst the higher echelons of Clan
Eshin it is believed that in recent years
the Deathmaster has been far to the
east, in Cathay and Nippon, where he
first learnt his deadly craft. There he
continued to master the finer points of
his grisly trade. Many even believe that
having learnt all he could, he slew his
ancient teacher, a common practise
amongst Clan Eshin once a student
overtakes the master in competency.

As Archaon’s forces push towards
Middenheim on their quest to despoil
the Empire, the Deathmaster has
returned to the Old World. Any
appearance by this masterful assassin is
much feared, but to make matters
worse, he has not returned from the Far
East alone; he brings with him his Triad
adepts — assassins personally trained by
Snikch who work in closely bonded
teams of three.

Exactly what role the Deathmaster and "%
his Triads will play in the conflictisas .4
yet undetermined. It is known that the ¥
Deathmaster has met with Throt the ok
Unclean of Clan Moulde, and negotiated '~
the purchase of one of the largest and y?
most fearsome mutated creations ever [
spawned by the Master Mutators. What fm
Clan Eshin intends with this immense
burrowing creature is unknown. Some
believe that Clan Eshin has forged a pact
with the forces of Chaos, and that when
the time comes they will be ready to act
to the Empire’s detriment.

There are already those who speculate
that the Deathmaster will make his
appearance at a crucial point in some
final, great battle, and that he may be
the one to turn the tide for good or ill.
Many of the fanatics who proclaim the
inspired young warrior Valten as Sigmar- ﬁ
reborn fervently belicve that dark forces '
are seeking to slay this god incarnate. |
Indeed, assassination attempts have g
already been made upon the young ;
man, though they have all been foiled
thus far thanks to the dedication of
those who have devoted themselves to
him. However, other insane doom-
singers have been recorded as
predicting the death of Karl Franz and

%._’ :
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Valten through underhand methods. i F-\
What the Deathmaster’s next mission is | J]
to be nobody yet knows. One thingis 1}

for sure, if the Deathmaster himself

seeks the death of anyone in the Old
World, then their demise is almost
certainly guaranteed.
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DEATHMASTER
SNIKCH

CHIEF ASSASSIN OF CLAN ESHIN

M WS BS S T W I A
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will use up one of your Hero choices as well. He must
be fielded exactly as presented here and no exira
equipment or magic items can be bought for him. In a normal
Skaven army he may never be the army general. However, if
used in a Skaven Clan Eshin army he will always be the army
general.
Cost: 515 points.
Weapons: Weeping Blades, smoke bombs.
Armour: none.

SPECIAL RULES

Assassin Supreme. Deathmaster Snikch is the chief assassin
of Clan Eshin, and bis skills are almost supernatural. None
are safe from bis reach, and tales of his exploits are
recounted all across the Knouwn World.

Deathmaster Snikch has the following special rules: Scout,
Hidden (see p18 from Warhammer Armies: Skaven). In
addition he has the Killing Blow special rule.

D eathmaster Snikch can be taken as a Lord choice, but

‘bands. The spell doubles Snikch's Strength value (before the
- +1 modifier from the Weeping Blades) until the beginning of
‘his side’s following Magic phase,

Sensei. The members of Clan Eshin regard Deathmaster
Snikch with reverence and fear, as the greatest assassin the
Clan bas ever seen.

Deathmaster Snikch will always be the army general if he is
leading a Skaven Clan Eshin army (see p92-93 of Warhammer:
Storm of Chaos). However, he can only pass on his Leadership
value to other units if he is not hidden. In a normal Skaven
army he may never be the army general.

Dodge. Deathbmaster Snikch is preternaturally quick and
agile to the point where he can pluck speeding arrows out of
the air. Whether this is due to bis extraordinary training or
some controlled mutation is unknown.

Thanks to his exceptional speed and agility the Deathmaster
can dodge hand-to-hand combat blows, spells and missiles.
This is represented by a 4+ Ward save.

MAGIC ITEMS

Weeping Blades. These weapons weep corrosive venom that
can burn through armour and slay with the merest touch.
Deathmaster Snikch has +1 Strength in combat. Each unsaved
Wound is multiplied into D3 Wounds. Deathmaster Snikch
carries three of these Weeping Blades, wielding one with each
hand and one with his tail. In close combat, this adds two
extra attacks to the ones shown on his profile, for a total of 6!

Warpstone Stars. These throwing weapons are coated with
deadly poison that eats through armour and flesh.
Deathmaster Snikch can throw four Warpstone Stars each
Shooting phase. These are treated as normal throwing stars,
but have a range of 10" and Strength 5. Each unsaved Wound
is multiplied into D3 Wounds.

The Cloak of Shadows. This is woven from the bair of
murdered foes, and casts shadows of darkness around

its wearer.

In order to shoot or cast a spell against Deathmaster Snikch,
enemy units must first roll a 5 or 6 on a D6. If they
fail, they can choose a different target, choose to
cast a different spell, etc. If the bearer is inside
a unit or engaged in close combat, the cloak
has no effect.

~“Bands of Power

Bound Spell. Power Level 4.

. These tarnished armbands, when clashed together,
" imbue Deathmaster Snikch with unnatural power.

" - Once per Magic phase, Deathmaster Snikch can cast

= spell bound within the bracers. The spell requires no

e to cast as all the power required is provided by the

e R e
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eathmaster Snikch is the chief

assassin and prime agent of Lord

Sneek, Lord of Decay and
Nightlord of Clan Eshin. His infamy is
only exceeded by the mystery that
surrounds his whereabouts at any
particular time. Lord Sneek ensures that
this is the case — as long as no one
knows the location of his chief assassin
no one can feel safe. Deathmaster
Snikch has appeared all over the Old
World at one time or another, seldom
being seen.

Of course such gory murders are only
enacted when the Nightlord feels that an
example should be made, usually to
other defiant Skaven. In the
lands of Men, Elves and
Dwarfs it is harder still
to divine the

Deathmaster’s presence, save perhaps by
effect and implication only. For example,
the bizarre deaths of Frederick
Hasselhoffen and his entire retinue
during the Emperor’s Grand Ball in
Altdorf have never been explained to
this day. And the fate of the Celestial
Wizard Heinrich Frisen, found flayed
within his sanctum at the Celestial
College of Magic, the only entrance
triple locked from the inside
and potent magical wards
around him, left city
watch officials

e
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mystified. Many muttered about
daemons but the truly erudite know that
daemons seldom leave so few clues.

Who knows what other horrors the
Deathmaster has perpetrated? How
many ships have sunk or foundered with
mysterious leaks or severed rigging, how
many towns have been consumed by
fire or pestilence released from the
sewers below?

On the battlefield the Deathmaster stalks
his victims concealed beneath the
magical Cloak of Shadows, its
enchanted power strong enough to
make a mockery of the most
intricate of defences. Where the
stealthy tread of Deathmaster
Snikch falls, no prince or
warlord is safe.
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PAINTING WORKSHOP
CHAOS WARRIORS

Regular readers will remember Lure of the Gods, Paul Sawyer’s series about collecting a Chaos army. With the
Storm of Chaos campaign looming large he's decided to put together the new plastic Chaos Warrtiors to replace
the old plastics. These are so old they were released the month after Paul first became editor of White Dwarfl

- He explains how he built and painted his new regiment...

'UNDERCOATING

e

; else after all).

sub-assemblies so I can get to as much of the modﬁi as I can
(you might not be able to see it, but I know the back of the
shield isn’t painted...). When undercoating 1 use double-
sided tape to stick my models to a box for spraying. This
enables me to twist and turn the models for better spray
‘coverage without them falling over. I then carefully dry the
models with a hairdryer (I'm not going to use it for anything

sculpted were a big reason I started
my army. My favourite was the one
without horns — very brutal-looking.
To replicate this on my plastics 1
snipped off most of the horns from
my models, carefully filing the area
smooth before undercoating them.
This also makes it easier to pose the
models as the horns aren’t there to
catch on the armour and weapons.

Paint the areas
of armour that
have been hit
by bronze and
gold with
Chaos Black.

CHAINMAIL HELMETS
Use a small Flatbrush
brush to around the
drybrush the neck with
chainmail with Boltgun
Dwarf Bronze. Metal.
Apply a lighter Lightly brush
drybrush of ‘the grill and
CLIPPING HORNS ‘Shining Gold. eye slits with
The Chaos Knights Brian Nelson Boltgun Metal.

Use Mithril
Silver to paint
the rivet above
the eyes.
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CLOAKS

BELTS SHIELDS 22
Paint the belt 1 Apply a Give the icon a \
and armour basecoat of Dwarf Bronze J
straps with Scab Red (you basecoat. ]
Scorched will need to use J
Brown. two coats). 5

..
With a 2:1 mix 2 Paint a 1:2 mix Add Shining
of Scorched of Scorched Gold to the
Brown and Brown and tips of the 8-
Bubonic Scab Red into: pointed star
Brown folds and but not the
highlight the I'CCesSses. central circle.
strap tops and
the belt.

3 With a mix of Paint the
four parts Red arrowheads
Carefully paint Gore to one with a 2:1 mix
the buckle part Skull of Shining
Chaos Black. White add Gold and
highlights to the Mithril Silver.
raised areas.
4 With a Red
Paint Mithril Gore/Skull Flatbrush
Silver over the White mix of around the
belt buckle. 2:1 paint the edge of the
edges and pick shield with

out the raised Boltgun Metal.

areas and folds.

5 Paint the ring

at the right of
the shield with
Shining Gold.

5 Glaze the cloak
with Red Ink to
unite the
shading and
highlights.

Left: Unlike the older regiment the new
plastics are a joy to paint and didn’t take
me anywhere near as long. By far the
biggest improvement in my opinion,

apart from the obviously bigher quality
sculpting, is the fact they are so miuch
easier to rank up!

Right: The first of the true multi-part
plastics, the Chaos Warriors regiment
was a milestone in development Games
Workshop's range of plastic regiment
kits. But time marches on, and now the
models look ready for retiremnent.



SWORDS

Give the
sword blade a
Boltgun Metal

2 Paint Mithril

‘Silver down the
right side of the
flat of the blade
‘on both sides.

3 Flatbrush
down the

other side of

Mithril Silver.

} 4 Apply a 2:1 mix
i of water and
Black Ink
around the
arrow on the
blade for
contrast.

5 Paint the
pommel, cross-

6 Highlight the

bronze areas
with Shining
Gold, leaving a
trace of Dwarf
Bronze showing.

7 Using a 1:1 mix
of Chestnut Ink

rivet on the
Arrow.

8 Use a 1:1 mix of

Shining Gold
and Mithril
“Silver on the
detail of the

crossguard.

9 Carefully paint

Scorched
‘Brown onto
the handgrip
of the sword.

10 Paint the
base of the

with a 1:1 mix
of Chaos Black
and Bubonic
Brown.

1 Paint the gloves

2 Paint a 2:1 mix
of Chaos Black
and Bubonic
Brown into any

grooves and

recesses.

3 Highlight with a

:2-:1 mix of
Bubonic Brown
and Chags Black
‘over knuckles
‘and raised areas,

4 Add a final
highlight with a
2:1:1 mix of

Bubonic
Brown, Chaos
Black and Skull
White.

A technique 1 use a lot when applying
paint to raised areas and, in particular,
to edges, is ‘flatbrushing’. This is a
very simple and fast technique which
gives you good results. You take a
normal amount of paint onto the

When painting normally the tip of the
‘brush is used for applying the paint.

guard and pommel ring
‘arrow with with Boltgun
Dwarf Bronze. Metal.
FLATBRUSHING brush and then, using the side of the

bristles, run it over the detail you wish
to paint in order to pick it out or
highlight it. Flatbrushing makes a
tricky operation much easier — you're
using the model's detail as a guide
rather than the brush tip.

Flatbrushing uses the edge of the
bristles to pick out raised details.

FURS

Paint the fur
Codex Grey.

Drybrush the
fur trim with
Skull White.

Paint Red Gore
over any areas
of the cloak the
white has hit.
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CLAWS

Paint the paw
with Dwarf
Flesh,

Next, highlight
with EIf Flesh .

Now paint the
claws with
Chaos Black.

Paint the claws
Bubonic
Browmn,
leaving a little
black showing
at the top of
the claw.

With Bleached
Bone pick out
the tip of

the claw.

ARMOUR

Flatbrush the
edges of the
armour plates
with Boltgun
Metal.

Paint the rivets
and edges
carefully with
Mithril Silver.
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BASES

Paint the base
Goblin Green
and apply sand
and gravel with
PVA wood glue.

Drybrush with
Bleached
Bone to add
sSOme contrast.

Once the sand is
dry, wash it with
Flesh Wash Ink.

Clean up the
5 edges with
Goblin Green.
Once dry, add
static grass with
PVA wood glue.

6 Drybrush the

grass with
Bleached Bone
to knock back
its vividity.

Add a liberal
drybrush with
Vomit Brown.

BLACKLINING

Another technique I like is blacklining
— adding black lines between colours
to give more definition to 2 model. As
I'm too lazy and messy a painter to
add shadows at ea_ch'stage of painting,
I wait until the model is finished and
then carefully draw in the lines using a
graphics pen with a 0.25 nib.

s
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ith Summer finally upon us,
it is time to dust off those
-armies and crack open the
paint pots as Games Workshop offers
you a whole host of activities to keep
you busy throughout July and
-August. A worldwide campaign, huge
‘mega-battles, gaming leagues, hobby
classes and painting competitions are
“just a few of the activities we have on
_ offer. Feast your eyes on these pages
‘to see what you can do!

‘upon us.. Arz enormous allied horde of
‘evil armies has massed to the east of the
Empire city of Middenheim. Led by
Archaon, Lord of the End Times, this
seemingly unstoppable army desires
nothing less than the total destruction of
the ancient fortress-city and evervthing
else that is in their path. Emperor Karl
Franz and Valten, a great champion
many believe to be an earthly
manifestation of the god Sigmar, rush to

V defend the city of Middenheim and the

HE STORM IS UPON US

Summer Gaming activities across the UK

lives of every member of the civilized
races. Will Middenheim fall to the Forces
of Darkness, or will the allied defenders
hold strong?

Over the summer all of our Hobby
Centres will be running special
scenarios, painting and modelling
tutorials, competitions, roadshows and
much more. Every battle you fight in
store will count towards the campaign’s
outcome, as the Hobby Centres will be
entering their results on a daily basis.
The battles fought in these Hobby

Centres also decide the fate of key

battlefields. To find out more

information about this go to our

website: www.storm-of-chaos.com.

Contact your local Hobby Centre now
and find out how you can participate.

www.storm-of-chaos.com

Worldwide Web campaign

If you register online to the Storm of
Chaos website, every battle you play will
help decide the fate of the Empire and
whether Archaon realises his plan. Visit
the official Storm of Chaos website now
to register. You can enter your results,
view the action on the interactive map
as the campaign evolves and access the
forums to plan your strategy. There's
also a wealth of other mtormat:on about
the campaign such
as hobby advice,
miniature galleries,
background etc.
and an online painting
and modelling competition.

Don’t miss out on
the action - register now!

WARHAMMER

40,000

Though Storm of Chaos will soon be in
full swing, we've not forgotten about
our thousands of Warhammer 40,000
gamers out there. In every Hobby
Centre you'll be able to join in two
great events, the Warhammer 40,000
League and the Cup. Using special
scenarios and random events tables the
best generals will be crowned hobby
centre champion. These champions
will then go on to participate in a
grand final held at our very own
Warhammer World in Nottingham.

If you are a Warhammer 40,000 or The Lord of The Rings fan we also
have some great gaming and hobby activities for you too!

WARHAMMER
WORLD

Warhammer World are hosting a major
event that will have a direct effect on
the Storm of Chaos campaign.

21-22nd August:

STORM OF CHAOS

CAMPAIGN WEEKEND

Fought out over the last days of the
war, Will your force help turn the tide?
Keep your eyes peeled for ticket
availability on our website:

www.games-worksbop.co.uk/news

JORD#=RINGS

STRATEGY BATTLE 'Gh‘ --

Battle of the Pelennor fields
This summer all our Hobby Centres are
recreating some of theé many battle
scenes from the The Lord of The Rings
trilogy. With the release of the Battle for
the Pelennor Fields supplement you
will be able to refight such pivotal
events as the charge of the Rohirrim
and the arrival of the Haradrim. You
will also be able to participate in a The
Lord of the Rings mini-campaign and
play in the final battle of the summer,
The Black Gate Opens.

THE STORM IS UPON US
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Archaon’s hordes areﬁ%gepmg down from the Chag
Wastes, drawn to the city of Middenheim whereith
Empire’s brave defenders wait. Victory is uncertain
the Lord of the End Times triumph or will the Empire '|
survive against the rising darkness? =

As part of the Storm of Chaos global Warhammer campaign the End Times
Roadshow will be sweeping into a store near you. Come along and battle it
out for control of exclusive battle sites that only YOU can affect!

The End Times roadshow will be calling at the following places:

Ritual Terror at Grimminhagen!

Death stalks the Middenstag

Chaos Sorcerer

The only way to get A @;.. __
your hands on this ;‘.-'.;l 24
awesome special “K i
edition model is 1€ = -
by attending one of A Loy

& L i ) o
Assault on Middenheim! e /b )i

—4
Make sure you ‘,,é(“ ~ =

don't miss out! " g I
- -~ e




W"“ﬂ—;

.-_.:F:v L

THE COURSE

CHAOS

q ’ Impressed by their faltering
-~/ footsteps towards colleécting
41 = Warmaster armies in White Dwarf
294, we dared Tom Webster-Deakin
and Andy Holmes to paint up their
army in one month for this Battle
Report. And they did it!
Equipped with shiny new
forces, and joined by the
warhosts of Tom Gilbert
and Gareth Taylor, they
prepared to do battle.

g onth after month, the armies of

M Archaon had surged.
southwards into the Old World.

From the east, Crom’s Kurgan battered
the Empire’s distant border in a
combined attack that threatened to
leave the Empire’s armies divided and
its lands undefended. But it would not
be so for long. After the shock of his
initial assault, Archaon’s plans soon
became clear to his enemies, He was
headed for Middenheim. Without doubt
it was the City of the White Wolf against
which the Everchosen sought to
unleash his hellish legions. All thoughts
now turned to its defence.

With Archaon’s intended target now
made plain, a curious reversal
occurred. From the east and north,
where many had once feared the
sledgehammer of Chaos might
strike, vast armies of the Empire

A relief force of Empire troops attcmpts to break through Chaos and
Skaven lines to relieve Middenheim in this Warmaster Battle Report.

now marched westward toward
Middenheim, Where once his forces
had streamed unbridled across the Old
World, it was now Archaon who found
numbers massing against him as he
raced towards Ulric’s Lair. But his
‘gambits were not yet spent.

Archaon knew that Middenheim'’s fate
would soon be decided, likely in days,
not weeks, let alone months, and so
those most distant elements of his own
army were turned back. The stragglers
from the north who had too long
dallied to plunder in Kisley, the ragged
and broken tatters of the armies from
the east who had found the mountains
a barrier beyond all others, all
regrouped in the east of the Empire to
meet the arriving Empire
reinforcements and halt their march
towards Middenheim.

Archaon’s army would not need to
defend his advance alone. The pacts
and trysts which had brought Archaon
to the threshold of greatness upon
which he now stood stretched far
beyond his own followers, and had
brought him much tribute from the
other powers of disorder and anarchy
in the world. The Skaven in particular
had long had truck with Archaon,
profiting greatly from his rampage. Yet
all their debts had not yet been paid.
Beneath the shadow of the Worlds Edge
Mountains their tunnels spread far and
wide, their rot touching upon each and

every accursed land. At Archaon’s

behest they emerged from their
underempire, to join with the Chaos
army and halt the relief forces
converging upon Middenheim.
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SCENARIO: RIDE TO MIDDENHEIM! s sa: seee

his battle was fought between a

vast Empire army and a joint

horde of Skaven and Kurgan
(Chaos) tribesmen. It took place in the
east of the Empire, close to the foot of
the mountain passes by which many
had feared Crom would cross the
Worlds Edge Mountains. Indeed, many
such battles were fought as armies from
several eastern and southern provinces
began a frantic march to reinforce
Middenheim, having previously held
back on the orders of the Electors for
fear that their own homelands might
come under attack.

The battle is fought down the length of
the table, so the opposing armies will
deploy at opposite short table edges.
The table can be set up in any mutually
agreeable fashion. It's the fact that the
battle is fought down the length of the
table, representing the route of march
for the Empire army, which is
important, rather than any particular
terrain set up.

The Empire army is attempting to
march westward to Middenheim, while
the combined Skaven and Chaos army
is trying to prevent them. The
defenders (Chaos and Skaven) deploy
first, and the attackers (Empire) take
the first turn. Both armies may deploy
no more than 30cm onto the table. The
battle is fought subject to the normal
rules. The bonus Victory Points
outlined later take into account the
varying goals of the opposing armies.

A PACT WITH RATS

As is always the way of such things, the
alliance between the Skaven and the
army of the Kurgan stood less than
steady. With little trust, and less love,
between the two armies, neither the
Chaos army nor the Skaven were at
ease with the presence of their allies.

To represent the uneasy alliance
between Chaos and the Skaven, special
conditions apply to both armys’ Break
points. One army in the alliance is
considered to be determined — this
army has come to the battle with an
absolute goal in mind and they will not
cease until circumstances convince
them that it is impossible to achieve,
The determined army will withdraw
once it has lost half of its starting
number of units (rounding up) as
normal. If the allied army withdraws,
the determined force will still continue

to fight until they themselves are forced
to withdraw.

The other army is considered to be
unreliable — a bunch of shifty,
opportunistic chancers, grudgingly
honouring the pact with their allies,
while also making their own plans
should things go awry. The unreliable
army will withdraw once it has lost half
its starting number of units (rounding
up), and will also withdraw as soon as
the army to which it is allied does so.

The point at which the two armies will
withdraw is determined separately, and
losses from one army will in no way
affect their allies. They are two entirely
separate armies in this regard,

Before the battle, the Chaos and
Skaven players should decide between
them who will be determined and who
will be unreliable. In the battle itself
the Skaven (in typical fashion) proved
to be the unreliable party, though there
is no reason why you should follow
this when refighting your own battles.

The opposing Empire armies have no
idea that the pact between Skaven and
Chaos is so unstable, and hence
shouldn’t be informed who is
determined and who: is unreliable.
Write down your decision on a piece of
paper and put it to one side, pass it to
a neutral third party or otherwise keep
it safe, '

For their part, the Empire represents
contingents drawn from a great many
provinees across the Empire, but are
nonetheless resolutely united in their
goal. They will reach Middenheim, and
they will relieve it, or they will die in
the attempt. The Empire army is.
divided into two separate forces, as
such a vast army would otherwise
simply be too unwieldy to command,
but the forces will remain until all is
lost. Each Empire army calculates

the point at which it will
withdraw separately,
however neither army
will actually withdraw
until both Empire
armies have lost half
their starting
number of units.
Once an Empire
army reaches its
Break point, all
remaining units
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within that army (not the other Empire
army) will suffer a permanent -1 to
their Command checks, in addition to
all other penalties. Once the other
Empire army is also broken, both
armies will immediately withdraw and
the game will end.

BONUS VICTORY POINTS
1000 Victory Points: The defenders
(Chaos and Skaven) receive a bonus
1,000 Victory Points if no Empire units
of two or more stands exit via the short
table edge opposite their deployment
zone. Only Empire units which begin
the game with three or more stands
count for these purposes.

50 Victory Points: If the defenders
(Chaos and Skaven) withdraw;, they
receive a special Victory Points bonus
of +50 points for every Empire unit of
three or more stands which is
completely destroyed at the end of the
game, since such losses greatly deplete
the reinforcements who can make it to
Middenheim, and thus may earn the
attackers a draw.

100 Victory Points: The attackers
(Empire) earn + 100 Victory Points for
each unit of two or more stands which
exits the table via the short table edge
opposite the Empire deployment zone.
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Valtén (Orb of Majesty)
Hero (Sword of Might)
Wizard (Scroll of Dispelling)

4 Units of Knights
(Sword of Destruction)

o

@

L]
o |
3 Units of Knights

2 Units of Halberdiers
2 Units of Crossbowmen

W 2 Units of Halberdiers with
Skirmishers
1 Unit of Flagellants

General

Hero

Hero

Wizard (Wand of Power)

2 Units of Knights
1 Unit of Pistoliers

©
i
@
@
i |
m 2 Units of Knights

1 Unit of Pistoliers

3 Units of Halberdiers with
Skirmishers
1 Unit of Crosshbowmen

‘2 Units of Halberdiers with
Skitmishers

1 Unit of Flagellants

1 Unit of Crossbowmen

Total:

THE ARMIES OF THE EMPIRE

155pis
Spis
G5prs

4d0pts
330pts
S0pts
1i0pts
140pts
TOpts
125pts
SOpts
Bipts

55pts

220pts
95pts

220pts

95pts

210pts
55pts

140pts
TOpts
55pts

3,000pts

- The Middenheim army, led by
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et

Valten.

FOR ULRIC!
‘Andy Holmes: Over the past few
months my army has been steadily
growing. It has already reached a
mighty 2,000pts, including another
brigade of cavalry split as two units of
Knights of the White Wolf and two of
Knights Panther. I have also obtained
two units of Teutogen Guard and Valten
from the Storm of Chaos character
pack. I know Valten is the Champion of
Sigmar and Ulric is a rival God but I
really like the little Valten figure. It
looks so much like its Warhammer
counterpart I had to have it.

For the battle we would only be using
1,500pt armies.This meant I could pick
and choose from my larger army for use
in this particular scenario, chopping off
bits I'did not need or that would slow
me down for the scenario.

1 retained as much cavalry in my force
as I could afford with only a small
amount of infantry. I decided that three
characters would be enough, one
‘General in the form of Valten, a Hero to
back him up in the form of the Grand
Master of the Knights of the White Wolf
and my trusty wizard Dangalf. I gave my
General the Orb of Majesty to allow
him to reroll a failed Command check,
the second check being made against a
Command value of 8. My Wizard was
given a Scroll of Dispelling to stop any
hostile magic from ruining our battle
plan, Anger of the Gods or Death
Frenzy being prime examples of the
kind of spell that could spoil our day!

Ueoo,

Gareth Taylor: The wargame 1 play the
most frequently is Warhammer. As
anyone who knows me will tell you, I'm
a big fan of massed armies. The main
reason for this is that malfunctioning
magic items have lost me more games
than I care to remember, and I have no
intention of giving them another
¢hance of doing so. Because of this I
love Warmaster. It has few magic items,
being very much a game of troops and
leadership. Games tend to be decided
in the Movement phase as opposed to
the Combat phase, as is the norm in
Warhammer battles.

Due to the conditions of the battle I
will be forced to leave most of my
Talabheim army’s firepower at home.
This means that my usual, successful
combined-arms tactics will need
revising. With such considerations
tactics are probably going to amount to
legging it down the board as fast as
possible. This could be a problem as it
is one of those few things my army,
with its low leadership, has proved
consistently bad at in my previous
‘games of Warmaster.

Needing to move as fast as possible, my
army will be made up of two large
brigades of cavalry supported by two
full brigades of infantry. The hope is
that the infantry will hold up the enemy
as much as possible while the cavalry
punch through. If we are lucky we may
be able to catch the enemy between
our two armies. Tally ho!
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UNHOLY ALLIANCE
Tom Webster-Deakin: As this army is
still new; army selection proved pretty
easy — I'd just take everything I had
painted! I had actually spent the
weekend before the Battle Report
competing in the Warhammer Players’
Society Club Challenge, during which
I'd learned a great deal about playing
with a Chaos army in Warmaster, not
least that my army was not particularly
competitive in a tournament
environment (I lost four of my five
games if you must know!). However, for
this game, I was fairly confident the
troops I had could do the job. My plan
was basically to use the foot troops
brigade to hold up the Empire advance
and then counterpunch with my
powerful cavalry. Reading the victory
conditions it was clear that preventing
any enemy from leaving the board had
to be our priority, 1,000 Victory Points
would guarantee our victory no matter
how much damage the enemy did.

Tom Gilbert: When building a Skaven
army you must remember that this is a
horde army. You need lots and lots of
ratmen to make it work for you. So
when putting rogether an army of them,
start from the bottom of the Skaven
social heap, with Rat Swarms and
Clanrats. These are cheap, expendable.
and plentiful. Take lots of them, they’re
essential. But with this being an
important battle, the four major clans
also each sent special units to aid me.

Clan Pestilens — The twisted lords of
decay send one unit of Plague Monks.

Clan Moulder — This clan despatched
three units of Rat Ogres.These guys can
really pack a punch and are ideal to
reinforce the front line of big brigades.

Clan Skyre — The Warlock Engineers
toiled through the night to get a unit of
Jezzails and two Warp-Lightning
Cannons ready. These should give me
enough firepower to slow down the
Empire’s troops, and maybe worry their
cavalry. They also sent a Doom Wheel.

Clan Eshin — The master assassins
chose only to send one Triad to further
my cause. This is a themed hero model.

All these chittering ratmen need firm
leadership, so a Grey Seer is a must. He
will and take up station upon the
awesome Screaming Bell, as its ability
to up my Command and lower the
enemies is dead handy. A Warlock at
30pts cannot be sniffed at, and given
the Skaven rule of a 20cm Command
radius for all characters, a couple more
Heroes to keep the army moving are an
absolute necessity.

Tom and I decided that the bulk of my
army would take the big hill on the left,
forming an impenetrable wall of fur, A
smaller brigade of Rat Ogres and the
monks would guard the centre,

T
The Skaven Horde amasses.

A A

THE HORDES OF CHAOS AND
THEIR SKAVEN ALLIES

®  General 125pts
W Sorceror 90pts
2 Units of Chaos Knights. 400pts
1 Units of Chaos Chariots 95pts
m 2 Units of Marauder 180pts
Horsemen
1 Units of Chaos Chariots 95pts
1 Unit of Hounds 30pts
2 Units Chaos Warriors 300pts
2 Units of Marauders 120pts
1 Unit of Harpies G5pts
65 Grey Seer (Orb of Majesty)  280pts
+Screaming Bell
o] Hero (Sword of Might) &0pts
@  Hero T0pts
@  warlock 30pts
4 Units of Clanrats 160pts
1 Unit of Jezzails 80pts
2 Warp-Lightning Cannons 100pts
1 Unit of Rat Ogres 110pts
1 Doom Wheel 150pts
4 Rat Swarms 100pts -
1 Unit of Plague Monks T0pts
2 Units of Rat Ogres 220pts
2 Rat Swarms 50pts

Total: 3,000pts




CHAOS DEPLOYMENT

Tom Webster-Deakin: We had a large

! hill on our left flank. Much as I’d have

liked to have claimed that for myself, it

a large Skaven brigade, packed with
Jezzails and Warp-Lightning Cannon.
The Empire forces would find it nigh
impossible to break through that kind
of defence. So that left me to hold the
right flank. There was a wood in my
‘deployment zone, and, with defence in
mind, that was where I deployed my
infantry. I flanked them with my light
‘cavalry brigade, which consisted of two
units of mounted Marauders, the Chaos
Hounds and one Chariot unit on the
right of the line. That left a heavy
cavalry brigade, made up of two units
of Knights, and the remaining Chariots
to hold the centre. My furry allies also
provided a strong brigade made up of

{ hard-hitting Rat Ogres and Plague

8 Monks to further bolster the centre.
This left us with an impregnable left
flank and a centre that the enemy
would think twice before going head to
head with. My only real concern was

The Skaven stare down from the hill at the
long lines of Empire infantry and cavalry.

I THE COURSE OF THE STORM

my light cavalry backed up with the
infantry were more than a match for the
Empire troops.

The scenario required one of the
defending armies to be unreliable and
to run away if their allies were reduced
to their Break point. We toyed with the
idea of bluffing our opponents and
making the Chaos army the unreliable
ones, but in the end Tom and 1 agreed
that it only made sense for the
notoriously craven Skaven to take the
unreliable role whilst my stout Chaos
horde stood firm.

Looking up the table from our
deployment zone I was reminded of
why Warmaster is one of my favourite

games. Dominating the centre of the

Imperial cavalry, containing a total of 24

stands, each of four cavalry models.
When playing Warhammer, a unit of 12
cavalry is described as big — what we
were facing was a truly awesome sight
to behold!

 EMPIRE DEPLOYMENT

-
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Andy: The scenario called for the evil
force to set up first. Having seen the
Skaven take up a position to the right

flank we immediately saw that their

plan would be to seize the high ground

and then sit as a threat to our flank.

If we wanted to push the Skaven off the

hill it would quite literally be an uphill

sstruggle as we would forgo the normal

+1 Attack bonus for charging enemy in
the open and, for the first round, they

‘would count as defended meaning that
‘we would need to roll 5+ to hit them

in combat.

The Chaos forces deployed on our left
were far less numerous, did not have 4
nearby hill to capture, were spread out
and only had minimal characters. Thus
we concluded it would be simpler to

break through the thin Chaos line than
try to force our way through Skaven.

With this in mind we set up all our
cavalry towards the centre of our line as
their speed should allow them to
relocate and mask our plan. We would
advance centrally at first before making
a break for the weakest points in the
line. The infantry were set up to plug
any gaps that appeared in our forces
with Gareth’s brigades given the right
Hank to hold up the Skaven.

With 150cms to cover in six turns we
really needed to get a move on. To

‘Middenheim!

EMPIRE TURN ONE
Andy: Gareth got the first roll of the

‘game. He ordered the infantry brigade

on the far right onto the hill in front of
them with an order from his Hero. The
same Hero ordered the next infantry
brigade forward to support the first
brigade. Gareth decided to try and give
a second order to this brigade in order
to push it a little further forward but
failed his Command check.
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He then elected to move each of his
cavalry brigades forward a single move.
This bmught his battle line forwards

Wlth a cohesive set of movements.

My first turn was decidedly different. I
tried to move my brigade of cavalry on
the left flank but the Hero failed his
Command check. Next I moved on to
my General, confident in his ability to
move my last brigades with his
Command value of 9.

This confidence was, however,
misplaced. I failed my Command check
to move my cavalry. Having failed a
command with my General the phase
ended with my army sat firmly in my
deployment zone. Not a good start
considering the scenario!

Our Command phase ended with the
characters moving into better positions
from which to issue orders in turn two.

CHAOS TURN ONE

Tom Webster-Deakin: I couldn’t
complain about the Empire first turn.
However, the first omens for us were
not good. Tom's first order failed and
the Rat Ogre brigade in the centre
tailed to move at all.

Fortunately the Grey Seer General was
able to get the main Skaven brigade
moving up and onto the hill, where
they assumed a very defensive position.
From here thcy could dominate the

It was now my turn. I had originally
planned not to move anything at all.
Looking at the battlefield again, I
realised that by pushing my infantry
brigade forward into the woods in front
of them T would umtro[ the last third of

any cavalry a.d_vmcmg down towards
our lines. Pushing those troops forward
would also mean that enemy troops.

entering the final portion of the field
would find it more difficult to pass
Command tests due to the presence of
enemy troops.

First things first. T used the flyers free
Home Back move to pull my Screamers
back towards the General. My Sorcerer
then tried to push the far right brigade
forward slightly, but failed to pass his
Command check.

The General was more successful and
ordered the infantry brigade forward
despite the -1 penalty for being in
woods. With a second command he
then redeployed the infantry into the
woods with a tough unit of Warriors
facing out of either side. Finally, the
General ttied to order the Screamers
forward but the power of Tzeentch
deserted him and they refused to move.

In the Magic phase the Skaven sorcerer
used Skitterleap to move forward into
the woods, however he was unable to.
cast Warp Lightning on the Empire.
Kinights, £ 2

EMPIRE TURN TWO

Andy: We decided that I would start
with the commands this turn to try and
bring our armies back into a cohesive

front. We did not want to get strung out

early in the game as our limited
trouble c.dr.ﬂ:m.a.ﬁdmg the bng_a_dcs at
long range, as there is a -1 Command
check penalty for every 20cm between a
character and the target of the order.

Starting on the left flank, my Hero
ordered the left brigade of cavalry to
move. But as in turn one he failed his
Command check and the brigade
remained where it had been deployf:d
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Sure that my luck would kick in at
some point! T ordered my smaller
infantry brigade forward using my
wizard and his measly Command value
of 7. Surprisingly he convinced this
brigade to advance.

I then used my General to move my-
large infantry brigade in the centre
forwards towards the wood.
Unfortunately, he failed to give them a
second order and my whole battle line
stalled again!

Gareth put in a better performance,
starting with his infantry brigade on our
right flank moving down from the hill
and advancing towards the Skaven on
the hill opposite them.

of mfamry forwards. Hc then attempted
a second order to get them to move
into the woods and into contact with
the Warlock. Since the Warlock was over
30cm away from his units this would
have seen him killed outright. Sadly it
was not to be as Gareth failed his
Command check.

1SSu&d by hlS Gcncral to hlS two
brigades of Knights. The first brigade
on the right moved forward but the
second brigade failed to follow their
orders and remained where they were.

Taking a more aggressive stance in our
Shooting phase, Gareth's Wizard let rip
with a Ball of Flame into the Chaos
infantry brigade hiding in the woods.
Using his Wand of Power to gain +1 to
hlS Castmg roil what follbwed was

plece of magic ever seen on the
Warmaster battlefield!

STORM-OF-CHAOS COM 4] _"-
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:mnfusing them and rc:duciﬁg't}iem 1o
just two stands!

; Grmmxig like a madma.n Garefh passed

a cha.rge

With the dice passed to me I first
homed the Screamers back to the
work at rcgmupmg my wmwng
infantry. After repositioning the Chaos
Warriors he failed to get the Marauders
in the woods back into position and so
I moved onto my General,

Firstly, I pushed the Screamers forward
to where fhéy i‘.:buli:l 'th'rca'tén Andy S

L ihen tried to get the clamagcd Marauder
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unit back to the «;a_fety“ of the woods. -
But they were clearly rattled by the
ﬁrcball expenence (as I was, tool) and

stmnla.rly unsuccessful with an nttempt
at casting Anger of the Gods.

EMPIRE TURN' THREE

I started by trying to move the cavalry

‘brigade on our left flank forward but
‘once again I failed my Command check
with my Hero and they failed to move
from their position. Three turns sat
‘exactly where they had deployed, three
Command checks failed at Command

value 8 and only three turns left to
cover over 120cm! I was beginning to
think the brigade would never move at
all, much to the delight of TWD.

My General gave a series of orders to
my cavalry brigade in the centre to
move forward and plug the gap in our
lines. This also countered the potential
threat of the Screamers.

The infantry were falling behind the
main advan'{ie 'a'nd sol is"suéd an brder

you may expect, cavalry are’ much faster
movers than infantry so I needed a
‘second order to move the infantry up
close behind. The General failed this
order and my Command phase came to
‘an end.

~ Taking a bold step, Gareth ordered an

advance down the right flank. A
sequence of orders from his Hero
caused the infantry to push the Clan
Moulder Warlord back into the Rat
Ogres. Sadly, they failed to charge the
Giant Rats at the bottom of the hill.

The second Hero issued a series of
orders to the remaining infantry
bngade to adwmcc them into the 8ap in

the qr_c[_cr for the _sccond.ca.va]ry brigade
to advance, forming a formidable battle
line across the table.

uneventful when compared to last_ turn,
with Gareth failing to cast Ball of Flame

-on the Chaos Warriors in the woods
‘and his Crossbowmen failing to do
-enough to hurt thf: Giant Rats at the

CHAOS TURN THREE

Tom Webster-Deakin: The Skaven

started with a flurry of failed orders.

Both Heroes couldn’t get the Rat
Swarms nearest them to move. The
Genera.l was more successﬁ)l aﬂd
movmg the Doom Wheel forward to
threaten the Flagellants on the left. A
second order, intended to crash the
mighty Skaven engine into the rag-clad
humans, merely left the Doom Wheel
stranded in the open.

Sorccrcr fallcd to move the stranded
Marauders back into the wood. Again!

The General ordered the Screamers
well to the fore to land behind the
advanchlg Knights and then ordered

‘advancing enemy. Flushed with succcss,

he continued with an order to move
the Marauders in the woods to enforce
their warrior brethren. A failed attempt
to move the far right cavalry brigade

‘ended the turn for the forces of evil.

EMPIRE TURN FOUR

Andy: Gareth charged his Flagellants

and Halberdiers into the Giant Rats at
the base of the hill using their Initiative,
This allows them to make a charge
without receiving an order but they
must charge the closest enemy unit.

My Wizard moved the infantry brigade
and then issued a second order to
charge the pesky Screamers with a
single unit of Halberdiers. Amused by
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the efficacy of this manoeuvre, he
issued an order to the other infantry
brigade to advance behind our battle
line. The Wizard was displaying a much
greater ability to command than my
rather indecisive Hero!

My Hero finally managed to get the
cavalry brigade on the left flank to

advance but could not convince them to

charge the Screamers.

The General moved a unit of Knights
out of my central brigade to the hill on
the far left of the battlefield to draw the
Chaos Warriors out from the safety of
the wood. Finally the infantry were
ardered forward to lend support to
Gareth’s army.

Gareth used his Hero to issue an order
for the cavalry brigade to charge
towards the Skaven line. The Knights
crashed into the Plague Monks in the
Skaven central brigade whilst the
Pistoliers broke off to charge the Doom
Wheel. A Doom Wheel on the charge is
a formidable threat, but if you get the
drop on one it is in really big trouble,
and I hoped to destroy the thing with
little effort,

The second brigade of cavalry moved
into the gap vacated by the first brigade.
The infantry were then brought up to
threaten the Chaos infantry lurking in
the wood.

In the Shooting phase I cast Weird
Enchantment on the Chaos Warriors in
the wood in order to slow them down
should they advance to take on my
Knights. Gareth failed to cast Ball of
Flame, which was rapidly becoming his
favourite spell, on the Chaos Knights in
the centre.

As the first brigade of Empire infantry approach, the Skaven
send forth a Rat swarm to block the inevitable charge.

The central infantry brigade again
opened fire on the Chaos Warriors
hiding in the wood, managing to drive
them back and succeeding in confusing
them in the process.

The first Combat phase began with the
fight between the Screamers and the
Halberdiers. The Halberdiers won the
combat, driving the flyers back but as
Flyers are too swift for infantry to
pursue, the combat came to a swift end.

We then moved on to the Pistoliers.
Since they had charged the Doom
Wheel in the flank they made short
work of the zany Skaven machine. Their
headstrong nature got the better of
them and they chose to advance into
the Rat Ogres in the centre of the
Skaven line.

This was a huge mistake. The Rat Ogres
crushed the Pistoliers and swept into
the flank of the Knights. The Knights

TR N AV oo, S,

fought well, taking down several stands
of foul Skaven but were overwhelmed.
The victorious Skaven then
consolidated to surround the remaining
stands of the lone Knight unit.

The Flagellants easily destroyed the
Giant Rats and, being Flagellants, were
forced to advance up into the Jezzails
on the hilltop. Stand and shoot fire
from the Jezzails, coupled with their
defended position, meant the
Flagellants were easily repulsed.

Finally the Halberdiers wiped out the
Rats and consolidated back into the
brigade at the base of the hill.

CHAOS TURN FOUR

Tom Webster-Deakin: Blood had at
last been shed and the Rat Ogres in
particular had showed their martial
prowess. I have to confess, whilst
writing this up, I noticed that we
allowed the Rat Ogres to advance into a
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' 'don t rhmk it made much dlﬁcerence to
the end result, but it shows how easy it
is to forget things during a battle.

In our turn, 1 first used the flyers Home
Back to reform them slightly (I rolled a
one, meaning they were stranded, so 1
tried to put them into a more
advantageous position to receive the
inevitable charge).

Using Initiative, Tom piled the Rat
Ogres, Plague Monks and Rat Swarm
into the remaining unit of Knights and
unleashed another Rat Swarm on the
stranded Flagellants. In his regular
Movement phase the Hero on the left
moved a Clanrat stand on the hill to
plug a gap left by the dead Jezzails.

Meanwhlle I regrouped the Marauders
in the wood using my Sorcerer and
then moved the damaged Marauder
unit-onto the hill, hoping to at least
prevent Andy getting his +1 Charging

Empire Knight Unit
Empire Pistoliers Unit
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‘Empire Knights and Pistoliers charge forward
tnto the smaller Skaven brigade on the right.

‘bonus when his Knights inevitably hit
them next turn.

Qur Magic phase again failed to spark
and so we moved onto shooting with

‘Tom unleashing a storm of Lightning

Cannon and Jezzail shots at Gareth’s
luckless Halberdiers who finished the
turn confused and down one stand.

The Combat phase was once again
bloody, with the Rats and Flagellants
wiping each other out (in Warmaster
vou get to fight back even if you are
destroyed!). In the centre the Rats
inevitably crushed the Knights with the
Rat Ogres using their reform move to
push towards the woods in the centre
from where they could threaten
Gareth’s flanks and start to make his
Command checks more difficult. In
typical vermin fashion the Plague
Monks (who now only had a single
forlorn stand remaining) moved as far
ﬁmshed facmg our table edge so they
wouldn’t be forced to follow their

special rule and charge any enemy they
could see!

EMPIRE TURN FIVE

Andy: The first attempt to drive a hole
in the enemy line resulted in swift
death for Gareth’s cavalry. Determined
to break through the line to
Middenheim, the brave Empire soldiers
pressed on.

“Two units of Knights and the

Halberdiers used their Initiative to
charge the Screamers from two sides.
The Screamers were in serious trouble.

On the left flank I ordered the
remaining unengaged Knights forward
onto the hill from where they charged

My Wizard had been quite successful in
the past turn with commands so I
elected to use him to issue an order to
my right hand infantry brigade. Sadly
his commands were drowned out and
the brigade failed to move.

With the end of the game fast

‘approaching it was time for some bold

moves to try and break through the
Chaos lines. After moving the infantry

‘brigade forward to try and flush the

Chaos out of thc wood (cavalry can not
the cavalry brigade to advance up the
hill on the left flank behind the combat
with the Marauders. He then issued an
order for two units to break off and
charge the Chaos Knights at the front of

the Chaos line. I hoped if I could win
‘and drive them back I could swing in

along the flank of the Chaos line and
hopefully make an opening to dash
through next turn.

Unfortunately 1 failed the roll due to its
hefty Command check penalty.
Reaching into his bag of tricks my
General produced his Orb of Majesty
and attempted a reroll. Thankfully he
passed and my Knights went crashing
down into combat.

Gareth decided he would also move
boldly. He issued an order to his cavalry
brigade to get them into position to
charge the Rat Ogres, as these seemed
to be the weak point in the enemy line,
but he failed his Command check due
to the penalties imposed by the
Screaming Bell.

In the Shooting phase T cast Weird
Enchantment on the Chaos Knights so
that they would treat my Knights as
terrifying. This reduces the Attacks of
each stand by -1 and would help tip the
balance of the combat in my favour.




Gareth failed to cast Ball of Flame on
the Rat Ogres 'I'hc mfantry units close

Combat for this turn was swift and
brutal. The Knights easily destroyed the
Marauders on the hill and consolidated
to the base of the hill, ready to make a
break for the enemy table edge. If only
my gambit against the Chaos Knights
had succeeded!

Evcn With a siight advantage in the
really takmg a gﬁichble The dlce gods_
were not with me Do:splte causmg
qtands of th'e' Cﬁaos nghts I wa,s._
unable to press victory and the Chaos
Knights consolidated around the rear of
my second unit of Knights. The gamble
had failed spectacularly.

CHAOS TURN FIVE

Tom Webster-Deakin: It looked like
we had nullified the threat from Gareth
on our left and centre, but Andy was at
last starting to make progress on the
right flank. Time to strike back!

Using Initiative I charged my Marauder
cavalry and Chariots into Andy’s
exposed Knights and, after some
deliberation, threw my mauled Chaos
Knight unit into the rear of the combat
too. The Chaos Warriors also finally left
the comfort of the wood and cha.rged

hill, The battle was nqw ragl_ng

On the furry side of the table the Rat
Ogres brigaded together, but then
refused to move any further and the
Plague Monks failed to continue their
move to safety.

The Tzeentch Sorcerer moved the
Marauders in the wood to a better.
defensive position but the General
failed his attempt to get the Chaos.
Hounds out of the way of the
onrushing Empire troops.

In the woods the Sorcerer finally
summoned up the Anger of the Gods,
meaning that all enemy troops within
30cm were at -1 for all Command
checks. Coupled with the proximity of
our forces and the careful positioning.
of the Screaming Bell, this meant that
most of Gareth’ s'troo;";s and a

rolling for command with a -3 or -2
modifier before they had even moved.
That ought to make it tricky for them to
get off the board!

 Shooting from the hill resulted in

Gareth’s beleaguered infantry taking
more casualties and ending up
confused again.

Very satisfied, I moved onto the Combat

phase where my charging cavalry made
short work of the exposed Empire
Knights, whilst my Warriors pushed the.
Knights back up the hill before
consolidating back into the woods.

So now; unless Andy got very lucky, it

looked to me like we had 1,000 Victory

Points in the ba,g, as none of the Empire

™ Chaos Knight Unit

EMPIRE TURN SIX

Andy: The final turn and we were
going to have to make some drastic
moves in order to get a unit off the
enemy table edge. The Anger of the
Gods spell combined with the Skaven
Screaming Bell meant we were
suffering some real hefty Command
check penalties! Still desperate times
call for desperate measures.

from my mfantry brigade charged into
the flank of the Chaos Wariors. Despite
the flank charge the Warriors ought to
win the combat but I was itching to get
to grips with the unit that had caused
me so many problems. Its proximity to
my troops was one source of those
tough Command check penalties, so it
had to be dcm-oycd'

Gareth’s final turn was hampered by
the combined effects of the Anger of the
Gods, the Skaven Screaming Bell and
the proximity of enemy troops. His
Command checks were all made with at:
least a -2 modifier, and once even

frustrate Gamm as first his Hem and
then his General failed their Command
checks, rooting his army in place.

smg[e character left to issue orders
things became desperate!

The General ordered two units of
Knights to move aggressively toward
the Chaos Hounds which had been left
as a last line of defence by the Chaos
blockade. With a resounding cry, and a
rollof a 1 and a 2 on the Command

check, the Knights were sent crashing

‘into the Hounds. Spurred on by his

success the General moved more
Knights up the left flank in the hope of
sending more into the fray. Sadly the
second order to them failed.

During the Shooting phase our Wizards
joined forces to cast two Ball of Flame
spells at the remaining stand of Plague
Monks in the hope of wiping the unit
out. Both Wizards failed. The
Crossbowmen in Gareth’s central
infantry brigade opened fire on the Rat
Ogres directly to their front and drove
them back but failed to confuse them.
Meanwhile, the combat in the woods
resulted in a draw: I consolidated my
Crossbowmen onto the hill so as to
take up a defended position and TWD's
Chaos Warriors finally emerged from
the Wood.s consohdatmg mto a

my Krughts

The most decisive moment of the battle
now took place as the Knights White
Wolf drove hcadlong across the table.
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would have been able to move off the
table to reinforce the beleaguered city
of Middenheim. Picking up my three
dice and giving them a good shake for
luck I rolled a 9. This put them just
3cm short of escape and possible
victory for the Empire!

CHAOS TURN SIX

Tom Webster-Deakin: Blimey, that was
close! Safe by a mere three centimetres.
On reflection leaving the feeble Hounds

Now;, confident of victory and with only
vengeance on our minds, we went
looking for some easy kills to tip the
victory even more heavily in our favour.
My Warriors used Initiative to charge
the Knights on the hill, hoping to get
Nlucky and kill another stand.

‘On the left Tom recklessly charged the

Rat Ogres into Gareth's infantry. 1
suddenly became very nervous about

While the melee continues bebind them, some of the Empire
. Knights break through, pursued by their Chaos counterparts.
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and moved them further out of range.

My cavalry and chariots, which had
done nothing in the battle, circled back
around the woods, hoping to catch
Andy’s escaping cavalry and deny him
even the satisfaction of getting to our
side of the table. Not even a sniff of
victory would be his! Unfortunately [
wasn't able to pass the second order
that would have spelled their doom.

both mages attempt to increase the
prowess of our troops, but both failed.

The final bloodletting saw the Rat
Ogres wipe out Gareth's infantry whilst
my Warriors failed to kill the Knights.
It was over. The evil alliance had

prevented the much needed relief force
from progressing to Middenheim.

RESULT: CHAOS WINS!

SPELLS AND BELLS
Tom Webster-Deakin: That was
actually closer than it looked. If Andy
with his last move we’d have lost our
1,000-point bonus. I think we'd still
have scraped a victory with the final
senseless slaughter of Gareth’s infantry
but it wouldn't have been so one-sided.
well. The huge brigade occupying the
hill was a rock on which Gareth’s
infantry broke and our hard-hitting
centre mopped up Gareth’s piecemeal
attacks. The right flank just about held
out, but could probably have benefited
from being strengthened by my largely
redundant heavy cavalry brigade. So the
real stars of the show were the infantry
occupying the woods. They proved a

‘constant threat to the flanks of the

Empire troops, but more importantly

‘slowed down the advance by their
‘debilitating effects on the Empire

Command checks. Warmaster is all

‘about command and movement and if
‘you restrict the enemy’s ability to move

their troops you gain a huge advantage.
If I was fighting the battle again, [
‘probably wouldn’t take exactly this
deployed in depth to make it really
tough to break through. Attempting to
‘counterpunch a breakthrough isn't
always easy and relies on a lot of luck.
Which, happily, we had on our side.

Looking at the other side of the table
think Andy and Gareth were far too
cautious. To win this game the Empire
needed to get troops off the table.
Although they had some very bad dice
rolls on the first couple of turns both
Andy and Gareth failed to really push
home their attacks, preferring instead
to keep their troops together in a
coherent line. Whilst that is good
practice in a normal game of Warmaster
the special scenario meant they really
needed to keep rolling the cavalry
forward and leave the footsloggers to
try to catch up.




All in all this was a great game and an
interesting scenario (thanks to
Warmaster guru Matt Keefe for that).
I'm intending to continue my grudge
match against Andy, and we're already
planning a battle based on my army
pursuing the remnants of his army as
the Storm of Chaos continues to rage!

Tom Gilbert: That worked well. The
great thing about Skaven is their ability
to brigade any amount of units
together, meaning the huge chunk of
my army on the left could be moved by
one Hero, freeing up my Grey Seer.
Never underestimate the effectiveness
of a Grey Seer sat on a huge bell in the
middle of the battlefield, especially
when combined with the Anger of the
Gods spell from the Chaos chaps and a
well-rooted unit sat close enough to
further disrupt the enemy’s chain of
command. This meant that for several
turns Gareth was at a terrible -3 to his
Command rolls!

In the end, though, the greatest enemy
of the Empire players was themselves,
Andy’s inability to roll Command
checks at the start meant that they
spent far too long reorganising
themselves. This gave Tom and myself
an easy life waiting for them and
watching those turns tick away. This
combined with our ability to deny
Gareth his high Command values in the
middle of the board through the
judicious use of spells and bells meant
Tom and I really did have all the time in
the world.

If we played again, I think I'd be a little
more aggressive. With the cannons
confusing the enemy infantry on that
side I could have sent in the Doom
Wheel and the Rat Ogres and come in
behind the Empire trapping them
between rats and a hard place.

MIDDENHEIM UNRELIEVED
Andy Holmes: 1 don't think I have ever
participated in a game with such
extremes of luck. Gareth’s use of the
Ball of Flame spell in turn two was the
most explosive and devastating use of
magic [ have seen in a game of
Warmaster. It was a shame we were not
in a position to capitalise on it.

The crunch point in the battle was the
combat with the Pistoliers against the
Doom Wheel in turn four, Had we
consolidated instead of advancing into
the Rat Ogres they would never have
become involved in that Combat phase.
This would have allowed the Knights to
punch through the Plague Monks and
could have opened up a big hole in the
Skaven line for us to drive through.

It’s wcrory to Cbaas as the relief force fails to reatcb Middenbeim.

That said, the intelligent use of the
combined effects of the Screaming Bell
in its roaming battlefield role, the spell
Anger of the Gods, and Chaos Infantry
hiding in the woods were crucial in
halting our advance, putting us at a
huge disadvantage. Our own inability to
make unmodified Command checks
even at the beginning of the battle did
not help, so we were always slow in our
advance. With commanders like that, no
wonder these soldiers were not on the
front line to start with! It was only
some late game lucky rolls that enabled
my Knights to race up the left flank and
almost snatch victory that saved face for
the Empire.

Were 1 to play this game again [ would
take a second Hero and include more
cavalry and less infantry. The lack of
infantry would mean that I would not
have been able to flush the Chaos
infantry out of the woods, but I would
have been able to move further with
each successful Command check, thus
giving me better odds of actually
moving off the table, even with such
diabolical dice rolls.

Ah well, I claim a moral victory due to
us getting so close despite our
appalling luck. It did not help that my
army hardly moved for three whole
turns and then during the last two
Gareth stalled and hardly moved until
the end of the game. Never mind, I'll
get you next time, you pesky Tomy(s). ..

Gareth Taylor: That was a great game
but incredibly frustrating. Lead
elements of my army did manage to
reach the enemy and inflicted heavy
casualties on their line. In terms of the
points cost of troops killed the
casualties were about even, so if it were

— -

—

a straightforward batde it would have
ended in a draw or a minor defeat.
Unfortunately we failed to get any
troops off the opposing table edge and
the bonus 1,000 Victory Point bonus for
the enemy well and truly lost the battle
for our allied Empire army. Andy did a
fantastic job, with some spectacular
manoeuvring allowing him to get a
force of his cavalry within a mere three
centimetres of the opposing side of the
board in the last dramatic turn but alas,
it was not to be.

At first my army was advancing in good
order and all seemed to be going well.
However, Andy’s dice were not feeling
cooperative and his army refused to
maove. After that it just got worse. We
ended up unable to retreat or advance.
The whole centre of the board was
covered with huge Leadership
penalties. For more than half the game
I was pinned down by -2 and -3. At one
point the penalty to give even one
order reached -4! With the enemy
having placed themselves just out of
our troops’ Initiative range there was
very little to be done other than hope
my General could get things moving.
Unfortunately this was something he
made a complete pig’s ear of

At least one part of my army did its job.
300 points of infantry on my far left
managed to keep two thirds of the
Skaven army busy for the whole battle,
not much perhaps, but very
entertaining, It was also great fun to
watch Andy’s army tear up the left flank
of the board. He was so close to
snatching a victory but it was not to be.
Never mind. Next time I'll come armed
with all the firepower I can muster,
then we shall see who is the true
master of war!
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Skaven Characters

This blister pack contains 1 set of Skaven Characters.

Skaven Clanrats £6

This blister pack contains 3 stands of Skaven Clanrats.
Skaven Rat Dgres £6
This blister pack contains 3 stands of Skaven Rat Ogres

Skaven Plague Monks £6 Skaven Rat Swarm £5

This blister pack contains 3 stands of Skaven Plague Maonks. This blister pack contains 3 stands of Skaven: Plague Rat Swarms.

Skaven Gutter Runners

This biister pack contains 3 stands of Skaven Plague Gutter
Skaven Doomwheel £5 Runners.

This blister pack contains 1 Skaven Doormwheel,

o

Screaming Bell £5  Warp Lightning Cannon

This blister pack containg 1 Screaming Bell. This blister pack contains 1 Warp Lightning Cannon.

Models shown at 100% actual size.
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Chaos Knighis

£6

Chaos Harpies £6

Chaos Warriors

This blister pack contains 3 stands of Ghaos Knights.

Chaos Hounds

£6

This blister pack containg 3 stands of Ghaas Harpies.

Chaos Marauders £6

This blister pack contains 3 stands of Chaos Hounds.

Chaos Marauder Horsemen

This blister pack contains 3 stands of Chaos Marauder
Horsemen.

Chaos Dragon Ogres £6

This blister pack contains 3 stands of Chaos Dragon Ogres,

Chaos Spawn B

£6

This blister pack contains 2 stands of Chaos Spawn,

Prices quided are for products seld by Games Workshap through its awn stores, catalogue or websile. Prices correct at time of qalng to print.

This blister pack contains 3 stands of Chaos Marauders.

This blister pack contains 3 stands of Chaos Warriors.

Chaos Spawn A

£7

This blister pack contains 2 stands of Chaos Spawn.

Chaos Chariots

£6

This blister pack contains 3 stands of Chaos Chariots

Chaos Characters

Chaos Champion on Chaos Dragon £7

This blister pack contains 1 set of Chaos Characters including 2
Chaos Sorcerors,

retailers are

This blister pack cantains 1 Ghaos Champion on
Chaos Dragon.

© Al inforrration correct dt the time 3¢ going 1o press.
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THE IMPERIAL SCHOOL OF

ENGINEERS

by Grabam McNeill

Renowned scribe Graham
McNeill documents the radical
advances that the Imperial
School of Engineers has made
over the years, along with
some of its less successful
ventures in its quest for
engineering enlightenment.

LEONARDO OF MIRAGLIANO
Leonardo designed an enormous number of strange and
: potennaﬂy very cﬁect:ve war machmes in hlS 1]Justfious career.

back of maps or military messages that Leonardo made to while
‘away the time in camp when on campaign. He would give these
doodles to the various mercenary princes he served on the off
‘chance that they would actually ask him to make the machine
50 he could try it out. Usually his patrons were too busy with
waging war and just stashed the plans for use later on, though
most never went beyond the purely theoretical. One of
Leonardo’s favourite hobbies, and intellectual exercises, was to
design leaning towers. He would set himself the problem of
designing a tower that would stay up despite the most
exaggerated angle of inclination. Soon princes of Tilea were in
rivalry with each other to acquire Leonardo's latest design for
the most outrageous and gravity defvmg tower!

he engineers of the Empire are

known amongst the peoples of

the Old World as forward
thinking, technologically advanced men
of learning and progress, They are also
known as eccentric (some would say
mad) geriiuses 'fbre\'fer risking 'th'eir lives

and clownngh{ dangerous mventlons.

L 4 e PP

Gathered together at the Imperial
School of Engineers in Altdorf they
pursue their obsessions with a reckless
disrcgard for their own persoruj safety.

they do ot:casxonally come up with some
of the most incredibly dangerous
machines of war ever devised.
Dangerous to whom is often a matter of

‘concern for the soldiers of the Empire

armies they accompany, but when their
inventions do work, they are
spectacular.

THE MAD TILEAN
Founded over 500 years ago in 2012, the

‘Stephan Franz School of Engineering

Excellence, as it was known then, was
the brainchild of Leonardo of
Miragliano, a mad genius from the
fractious land of Tilea. Coming from
‘humble and obscure origins in the
winding streets of Miragliano, Leonardo
was an apprentice to that city’s prince
and was engaged in the works to rebuild
the city when he came to the attention
of Prince Cosimo himself, who,
recognising the young man’s talent,
immediately placed him in charge of the
entire project! After completely
rebuilding the city in new and
impregnable ways, Leonardo became
court inventor to Cosimo, and it did not
take long for news of his genius to
spread to the other princes of Tilea.
Eventually, Leonardo’s travels took him
to the Empire, a land riven with discord
and war ~ notably due to the Vampire
Count Viad von Carstein.

The Empire as a nation had effectively
ceased to exist at this point, with several
of the crown princes of the various
Emperor, though none had the strength
of arms to claim the position outright.
With the Vampire Wars raging, Leonardo
of Miragliano was employed by the Reik
Prince Stephan Franz of Altdorf to found

‘an Engineering School to bolster his

attempts to gain the Imperial Throne
and stave off the legions of Undead that
plagued his lands. Leonardo presided

«aver this establishment and created
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THE STEAM TANK
The infamous Steam Tank is one of the
most widely-known inventions of
Leonardoe of Miragliano, an inspired

- design that has never since been
recreated. It is said that Leonardo was
astounded and fascinated when he
witnessed one of the creations of the
Dwarfs, an ocean going steam vesscl
made of solid metal.

He filled countless sketchbooks with
intricate drawings and writings that
revolved around the arcane machine,
and his thoughts on how he could
recreate such a wonder.

' His carly attempts were chsasl;rous

‘Anchor of boiidlty he b:u‘eiy cscaped
with his life as it sank beneath the sea
within seconds, steam hissing and
spitting vwiemly

The half-drowned Leonardo lost none
of his ambition or passion, however,
-though he transferred his ideas onto
land. Thus the Steam Tank was born,
' for he took the basic designs for his

ironclad steamship and modified them
to make his famed steam powered
land-ship.

The Steam Tank is a monstrous
armoured creation, bclchmg smoke as.
it powers towards the enemy, cannon-
fire echoing from within its thick, steel
hull 'The advance of Ehl'i near

b.u'ely scrat_ch its s_urface_ as it crushes
its enemies beneath its armoured bulk.

A large pressurised boiler that syphons
super-heated steam through a series of
pipes and pistons powers the Steam
Tank. In Leonardo’s first Steam Tanks,

the intensity of tht whlslimg sounda
and the amount of steam that escaped
from imperfectly sealed piping around
the boiler. The 12 original Steam Tanks
built by Leonardo, of which eight still

survive in some form or other, suffered

frequent mishaps and malfunctions,
and the great inventor himself was
almost a[ways seen sportmg banddgcs

recent times, rhe Impcru_l Lngmcer‘i of
Altdorf have devised a series of gauges
and whistles that show the pressure
within the boiler, although they are still
somewhat inaccurate, and much relies
on the expei‘iénce and instinct of the

The cight remaining Steam Tanks have:
all been severely damaged at different
points in tlmc but the basu: chassis of
Each of thcm has bccn racovcred and
rebuilt, often numerous times. Bvery
time a Steam Tank is rebuilt, the
Engineers seek to improve on the
original design,

The Masters of the Imperial School of
Engineers constantly design new
experimental weapons systems with
which to outfit the remaining Steam
Tanks, many of which are, often wisely,
never put into practice.

Though it has been attcmptcd

Tank from scratch




After floating adrift for several days in a
involving a mistimed pigeon bomb fuse
and an angry ship’s captain, Engineer
‘von Brunel wondered if there might
‘not be some mileage in developing
-such a humble conveyance into
something more ingenious. After much
; péi‘siéténéé-, Brunel was able to
‘convince the Prince of Altdorf that he
could develop a system whereby a man
could travel beneath the waves in such
| a device and, if equipped with a drill,

{ ‘punch holes in the hulls of enemy

VON BRUNEL'S MAGNIFICENT SUB-HYDRO
VELOCIPATOR OF PROVEN DURABILITY

ships. Working in conjunction with the
city’s finest coopers, Brunel fashioned
‘an undersea Velocipator that could

the breathless pilot was forced to
surface. A system of pipes and tubes
was introduced to allow the pilot to
breathe, but further attempts to perfect
the device were abandoned after 3
Brunel himself piloted the Velocipator
and it flooded, the wood having

warped after such continued

immersion, and sent him to the bottom
of the Reik.

‘ereated, though only eight now survive,
maintained and developed by the
‘engineers still.

Over the years, the Engineer School
grew larger, even attracting renegade
for dangerous ideas, such as trying to
‘improve’ on tried and tested Dwarf
technology. Leonardo eventually
vanished without trace and there are
many fantastical tales surrounding his
disappearance, including that a rival of
the Prince of Altdorf had him murdered,

machines, or even that he had blown
himself up in an ill-advised attempt to
perfect the infamous Herstel-Wenckler
Pigeon Bomb and mistakenly used a
homing pigeon.

Whatever happened to Leonardo, his
sketchbooks were lost with him and
have become much sought after. Many of
-the devices he sketched in them cannot
yet be made with the technology
‘available in the Old World, but even so,
such plans change hands for vast
-amounts of gold and are eagerly sought
by mercenary princes, :

e

‘Developed by Leon Todmeister after
‘witnessing how accurate the long rifle
| province of Hochland could be, this
‘intricate long musket is carried by
some Engineers to prove they are more
‘than mere scholars and they embrace
1 | the purpose for which the majority of
1 | their creations are developed. The

=

LEON TODMEISTER'S FANTABULOUSLY FAR-REACHING HARQUEBUS OF
UNFORESEEABLE AND UNPERCEIVED BEREAVEMENT

range of the ‘improved’ weapon is
‘greater than a normal handgun thanks
‘to a spiralling groove on the inside of
the barrel, and a complex arrangement
‘of lenses and sights that allow the
shooter to pick out targets that would
normally be too small to be shot at
with any degree of accuracy. Todmeister
himself claimed to be able to hollow

out a gold piece at a range of up to 400
yards, though tales abound of how his
valet was said to carry a purse full of
pre-holed coins. Regardless of }
Todmeister’s skill with the rifle, in the
hands of a skilled marksman the
Hochland long rifle is a feared weapon,
with no enemy safe from the lead !

E IMPERIAL SCHOOL OF ENGINEERS




HERSTEL-WENCKLER
PIGEON BOMB
An idea devised by engineers Karl
Herstel and Stefan Wenckler after
watching a meeting of the Street of a
Thousand Taverns’ Pigeon Fanciers
Hundred Leagues race. The engineers
wondered if it might be possible to train
a bird to deliver an explosive device into
the heart of the enemy before returning
safely. Initial experiments with this
conccpt were umuccessful with the
the overloaded pxg::ons pIummeung to
the street before exploding. Some
simply flew off and exploded in the air,
while others, obeying their homing
instincts returned the bomb to their
unfortunate owners, resulting in several
rooftop coops being blown sky- high.
| Eventually, a determined cadre of

pigeons were trained to fly
away from the owner, and
fitted with a bomb where the
fuse was wrapped around a
light metal harness that, when it
burned to a certain point, fell away
from the bird. The explosives
were packed in a spiked
casing that would stick to
whatever it hit. In time, these
pigeons developed a fearsome
reputation... until they were employed:
against a contingent of recalcitrant

Elves, who simply shot the birds from
the sky Herstel and Wenckler have since
moved on to other projects, and without
their guidance, the enthusiasm to train
up a new contingent of bomb-carrying
pigeons soon faded. =)

o
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THE IMPERIAL SCHOOL OF
ENGINEERS

Until the time of Magnus the Pious, the
Engineers School was under the
patronage of the Reik Princes of Altdorf,
working to devise even more ingenious
machines of war. When the forces of the
Dark Gods surged south from the
Northern Wastes in 2302, the lands of
the Empire were in danger of being
completely destroyed until Magnus the
Pious was able to unite the leaders of the
disparate provinces under his banner to
march north to meet the hordes of

of Altdorf answered the call and many of
the most lethal contraptions of the
Engineering School went north with
Magnus’s army. The armies of Chaos
were defeated outside the walls of Kislev
and, with Magnus's subsequent crowning
as Emperor; a dark time in the Empire’s
history was ended and the nation united
under a single leader.

At this time, the capital of the Empire
was in Nuln and, along with the
founding of the Colleges of Magic,
Magnus recognised the value of the
Altdorf facility. Granted the title of

Imperial College of Engineers (or more
tully the Imperial College of Engineers
and Stephan Franz School of Mechanical
Expertise) it became an officially
recognised Imperial establishment. In
addition, the large number of foundries
that the Reik Princes had constructed in
Nuln became the Imperial Gunnery
School. While the Gunnery School was
built to refine existing technology and is
more of a gigantic industrial complex
than a research establishment (better
and bigger cannons, more efficient
blackpowder etc), the College of
Engineers is a place of invention.
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BAD AND DANGEROUS TO
BE AROUND

Nowadays, the principal work of the
Imperial College of Engineers is coming
up with new ideas to combat threats to
‘the Empire — anti-flyer weapons,
tunnelling machines, ice rays, alchemical
bombs and other weird devices. Unlike
the Colleges of Magic, which are each
separate institutions, the College of
‘Engineers mixes alchemists, mechanics,
biologists, astronomers (as opposed to
Celestial College astrologers) and all
sorts of other deranged geniuses in a
single place. Tt is a sprawling complex of
firing ranges, bunkers for testing
explosives, well-equipped laboratories
and large open areas where failed
cxpctiment'a hatc lcveitcd the

many of the buildings a_mund th(:
College of Engineers are new and the
Fire Watch of Altdorf maintain a constant
vigil over the Engineers for fear they

JOSEF BAZALGETTE

The mgemous Emplre Engmeer Josef Bazalgettc, aman. for whom

may burn the entire city to the ground.
The College is staffed by worried-
looking porters, harried and soot-

intellectual badinage, with engineers
‘as their whim and finances takes them.

‘tried to blend the power of magic and
science together, engineers are first and
foremost scientists, and the light of
reason and method, not superstition,
illuminates their genius! The College of

alone, hence the difference between an
Alchemist engineer and a Gold College
Wizard (in fact, there is a degree of

“stained runners, and is 4 thriving hub of
moving from mad project to mad project

‘Though some misguided engineers have

Engineers uses ‘enlightened’ technology

'apcnt Many years des:gmng and building the sewers boneath K:slev
a system thdt is one of the greatest engmecrmg mdrvcis of thc north

capltal Mile upon mile of twisting mnnels extend in a l'lbyrmthme
maze beneath the streets like the tunnels beneath the Fauschlag of
Middenheim - though these tunnels are formed of bricks and
‘mortar rather than from the natural rock. Though the benefits of his
‘work in the cold north city were clear, the College of Engineers
were unwilling to fund his work for a similar scheme in the Empire
‘capital when there was so much work to be done in developing new
and more devastating methods of war to stave off the never-ending
tide of enemies of the Empire. Bazalgette spent the remainder of his
time with the College of Engineers putting his considerable
expertise into the science of siege warfare, helping to fortify many
an Empire noble’s castle or bringing to ruin the foriresses of the
Emperor’s enemies.

antipathy towards magic and other
superstitious nonsense, and enmity
between the two institutions).

O T i i S

HELBLASTER

VOLLEY GUN

The Helblaster volley gun has nine
separate barrels, divided into three
decks of three barrels, fixed on a
circular crank. As the crank is turned a

clever system of cams ignite each charge

in turn, propelling 4 flurry of lethal
projectiles from the gun. The advantage
of the Helblaster is that it can fire
several shots at once in a devastating
volley. A full volley will rip through the
toughest regiment causing immense
casualties in the blink of an eye. The
disadvantage of the Helblaster is that it
is inclined to jam or misfire, and once it
has misfired it is almost always useless.
In fact the chances of being able to fire
for a prolonged time are slim, as the
weapon is quite likely to malfunction
given the complexity of its firing
mechanism.
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It has long been man’s fervent wish to
take to the air as the birds do, and this
was the inspiration behind this
incredible device. After much study of
the anatomy and structure of a bird’s
wings, Rauvork built machine after
machine with a singular lack of success.
Fortunately, Rauvork was not cursed
with the belief that his devices could

- RAUVORK'S PHANTASMAGORIAL AERIAL SPLENDIFEROUSNESS ENABLER

never fail and attempted his first flights
from comparatively low heights.
Developments gleaned from rogue
Dwarf Engineers’ descriptions of
Gyrocopters enabled Rauvork to
perfect his flying machine to the level
where it could travel nearly a hundred
yards through the air, but its
application was limited due to the fact

pedaiimg franucally to keep the device
in the air. Plans for a two-man version
of the Aerial Splendiferousness Enabler
were proposed, but never built due to
the difficulty in finding two people
willing to leap from a tall building on

such a temperamental device.
PRESLES LR ,_—J. .

\ '\

FERRARAS ASTOUNDING SUBTERRANEAN DRILLING MOMENTUM FACILITATOR

Obsessed with tales of the ratmen who.
supposedly dwelt beneath the surface
of the Old World, Avel Ferrara decided
to find out for himself whether or not
such a race of creatures existed.
Assisted by his sons, he developed a
larger form of drill bit and began
attempting to explore the world
beneath the streets using his Facilitator.

: thcbc ratmen, but the mllltdry

applications of his device were quickly
realised when whole swathes of city
streets subsequently collapsed along
his route of travel. Several of Ferrara’s
devices were constructed_tq take part
in the sieges of a number of castles in
the Border Princes. These proved

e

THE MARCH OF
TECHNOLOGY
While the Imperial College of Engineers
reputation grows ever more eccentric
and fearsome, it continues to i
develop new; and ever more
dangerous devices, though whether
any will ever be as lethal as

Leonardo’s Steam Tanks remains to be
seen. However, what is certain is that
the manic geniuses will keep at it until
they either succeed or blow themselves

up trying.

extremely successful, bringing down
the walls of three castles within a week
of the siege beginning. Unfortunately
all three devices were lost and Ferrara
had, by this time, moved onto other
devices to help him realise his dream of
proving that the foul ratmen actually

do exist. r
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GAMING CLUB NETWORK

Che Webster tells us about the union of gaming clubs

If you've never joined a Gaming Club you
might wonder what all the fuss is about,
but we thought we'd give you a snapshot
of the UK’s hobby
community and how a
bunch of volunteers
are working to
transform the way we
think about clubs. Che
Webster, Games
M Workshop's liason

i with the Gaming Club
Network, tells us what
it's all about.

Che Webster

THE DEAL WITH CLUBS

Che: Since time immemorial hobbyists have
banded together to form loose collections
that we have come to call Gaming Clubs.
Clubs are actually the backbone of the hobby
and keep alive time honoured traditions and
styles of play that, without the dedication of
club players, would probably have died out
years ago. Clubs are where the hobby really
is — more so than any other place; clubs
contain people who meet regularly, usually
each week, to play, talk, hang out and share
their ideas-and aspirations. In most cases,
each club has its own identity and they are
fiercely independent, waving the flag of the
hobhy with revolutionary zeal.

WHO THE HECK ARE THE GCN?

Never heard of the GCN? The Gaming Club
Network (GCN) was created in 1999. In the
past few years it has grown in an effort to
provide support for clubs wanting to build the
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Two gamers get
involved with a.game
of Warhammer in their

§
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g : local club.
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hobby. It is about improving the perception of
Gaming Clubs and their activities, hand in
hand with Games Workshop.

The GCN is a voluntary organisation
dedicated to bringing together like-minded
people to encourage others to try our hobby.
They do this by promoting and forming clubs
and encouraging existing ones. Since
November 2003 the Network has formalised

their membership rules and worked tirelessly

to persuade clubs to rise to the challenge of
defining their standards, raising their game
and joining the movement.

HOW THE NETWORK CLUBS

ARE DIFFERENT

No matter how long a club has been around,
and some go back over 50 years, it can be
hard for members to make sure all bases are
covered, especially regarding the heaps of
new iegislation from both UK and European
governments on liability. In response to this
the Network clubs have defined some
standards of behaviour, including stuff like
having child protection rules and insuring the

‘club members against injury. This heips to

give both the parents of young hobbyists, as
well as new adult hobbyists, reassurance that
when a person attends the club it is a safe

-and appropriate place to play games.

But the GCN’s main concern is the hobby
itself. It has begun to form a national inter-

club league that, whilst in a pilot stage right

now, has so far attracted over 21 teams from
the member clubs. Together, the clubs have

www.gamingelub.org.uk
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begun to form small teams and play away
from their usual stamping grounds with new
people that, without the Network, they would
rarely have had the chance o meet.

In short, the Network has challenged the club
community to band together and create more
opportunities to play games, paint miniatures,
make scenery and talk rubbish over the
beverage of your choice. This trend will
continue as the GCN grows and diversifies.

DOING MORE HOBBY

Speaking of the clubs, the really interesting
stuff is discovered by visiting them for
yourself. Every single one is unique and filled
with intriguing people who each have their
stories to tell. On the whole, however, most
of the members will be more dedicated and
have more to say about their hobby than you
could ever imagine. They are all doing one
thing better than you can ever do on your

-own — enjoying their hobby,

Clubs offer opportunity to do more than play
games each week. In Leeds Night Owls, for
instance, you could meet the cadre of
scenery experts who can help you to learn
how to improve your battlefields with very
little more than a few simple materials and a
little: gumption. As a Tanelorn member, based
in London, you might be encouraged to try
some games that you haven't seen before
and discover new scales of miniatures in both
B6mm and 12mm, as opposed to the usual
28mm scale. If you went to Gobstyks in
Lincoln you might be tempted to join the
Silver Painting Scheme to collect and paint a
complete Tournament army.

To cap it all, the Network clubs have, for the
past three years, organised an annual
campaign for Warhammer and Warhammer
40,000, which they hold at Warhammer
World, in Nottingham. The event is always a
hoot, featuring mad innovations and lots of
food and drink, and bringing members from a
multitude of clubs under one banner for the
weekend. All of this, and so much more, is
open to the club member.

JOINING UP

If you are a haobbyist to whom the idea of
joining a Gaming Club appeals you can do a
number of things. Firstly, you can see if there
isa GCN club nearby - the side panel lists
the clubs that have joined the Network at the
time of printing, but there are more joining
each month and you can find a complete list
on the web at www.gamingclub.org.uk

Secondly, you could try to set up your own
Gaming Club. If you would like to do this
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there are a bunch of people who would be
happy to help. To get you started, have a look
at the free guidance booklets you can
download from the web at
Www.gamingelub.org.uk

If you are already in a club that hasn't yet
joined the Network, then you could talk to the
leaders and ask them to find out more. The
benefits of joining the wider community are
great and, once more, there are free guidance
booklets you can download from the web at
www.gamingelub.org.uk

Finally, if you just want to talk to some folk
and find out more, why not have a look at the
GCN’s own website and forums which you
can find online at www.genm.org.uk

TWELVE CLUBS IN ALLIANCE...
AND GROWING!

At the time of writing, the GCN has 12
member clubs signed to its charter: this
is quite good going seeing as the charter
only went public in November 2003. The
current Member Clubs are:

Chelmsford Bunker
Tel: 01245 348542

Colchester Games Club
Tel: 07950 967111

Gobstyks (Lincoln)
Tel; 01522 355159

Leeds Night Owls
Tel: 01405 860653

Middlesbrough Gamers Glub
Tel: 01642 272021

Newmarket White Dwarf Society
g-mail: nktdwarf@hotmail.com

Oxford Gaming Club
Tel: 01491 834060/07802 764143

Sad Muppet Sociely (Basingstoke)
Tel: 0118 982 0489

Spiky Club (Reading)
e-mail: pokthalibrarian@hotmail.com

Tanelorn (London)
Tel: 07879 445922

Warhammer World Veterans
(Nottingham)
g-mail: techpriest@warhammerworldveterans.net

Yeovil Games Club
Tel: 07753 420776

For more information see;
wivw.gamingelub.org.uk/clublist htm

GAMING
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THE GAMING CLUB NETWORK COUNCIL b
The Network is run by an elected body of fanatical hobbyists drawn from the member clubs. |
They’ve been working hard in the past few years to make the Gaming Club Network a reality.
Here’s a guick profile on each of the chaps who, we are sure you'll agree, are all due a

fervent pat on the back. They might be called the GCN Council, but we know them as the

vocal lot who keep reminding everyone how great clubs are. Well done, lads! |

Name: Sean Curtis

Club: Reading

. Position: Promotions

and Information

'/ Gaming: Warhammer

& 40.000 and Mordheim
§ Fave army: Legion of

the Damned

Name: Geoff Gibbs
Club: Oxford

Gaming Club
Position; Organised
Play Manager
Gaming: Blood Bowl,
Warhammer

| Fave team: Goblins

Name: Mike Sharp

Club: Oxford '
Gaming Club

Position: President

- Gaming: Warhammer

- 40,000, Battlefleet Gothic
Fave army: Space
Wolves

Name: Laurie Stewart
Club: Leeds Night
Owls

Position: Membership
. and Development

s Gaming: Warhammer,
Warhammer 40,000
Fave army: High Elves

. Name: Stephen Thorpe
- Club: Leeds Night Owls
) Position: Secretary
Gaming: Warhammer
= Ancients, Man 0" War
i Fave army: Blood Pact

Name: William Platten
Club: Gobstyks
Paosition: Area Rep
Gaming: Blood Bowl,
Warhammer

. Fave army: Dwarfs

Sean joined the GCN Gouncil a few years:

back as a rebellious fellow who wanted 4
convincing about absolutely everything.

Sean is the guy who is most vocal about

how great the Network is and who shows

great vision and zeal for the hobby. We
wouldn’t be without him as a friend, and i
the Network would be a great deal poorer |
for his absence. :

Geoff has spent about four years
championing the internet as the forum for
the GCN's discussions and promotion.
Without his efforts there would be no
GCN Membersite, GCN League or
discussion forums online: Geoff has made
his mark far beyond his own realisation —
we thought we had better blow the
proverbial trumpet for him.

Mike has been there since the beginning.
Some say he keeps his boyish good looks
through the sacrifice of those opponents
he has bested with his Eldar bright lance
army. Others realise that Mike is the soul
of the GCN and the champion of eternal
gaming. Every time things get a littie too
serious Mike is the one who'll cry, "Come.
on, let's.have a game!”

Laurig is the progenitor of the club
species. He has kept going by virtue of
his stubborn refusal to let anything be any
less than excellent. Tireless, stalwart and
true, Laurie has championed the cause for
mare than 30 years, and in the last 6
years he has made the Gaming Club
Network work. On top of that, he has a
rather large High EIf army, too.

A relatively new addition to the team,
Stephen is nonetheless a valuable chap.
Being the kind of person who can find the
loophole in any rulebook or-army list
makes him an excellent record keeper for
the Network. Stephen has also
championed teaching club members good
tactics, trying out almost any gaming idea
you could mention. =

An unsung hero, Will hails from the
Gobstyks club in Lincoln. After faking
over the leadership he maintains the
club’s proud heritage while not allowing
things to stagnate. Gobstyks is at the
heart of the Network, championing good
common-sense standards, openness and
great principles. A determined general,
Will shows dedication to helping new
hobbyists to aspire to paint armies and
get into the gaming community at large.
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The Art of Warhammer

SHOOTING

Tactics for effective shooting in Warbammer

- In the penultimate
article in the series,

" Jeff Leong presents

. his tactics and tips

i for that phase of
Warhammer which
has most Chaos
generals reaching for
their Ward saves —
Shooting. So, whether you're a
keen-eyed High EIf with a penchant
for longbows and Bolt Throwers, or
a cannon-toting Imperial general,
take heed and let the black rain fly.

jeﬁ" Lécmg

Jeff: The Shooting phase, much like
Close Combat, is an important aspect of
Warhammer. Shooting is rarely decisive
on its own, but the proper application
of even a small amount of shooting can
disrupt your opponent’s battle plan and
put victory within your grasp. To get the
most from each shot, you must
remember to use your Shooting phase
wisely. We'll look at the best ways to
employ your missile troops: Panic,
Reduce and Destroy. That is: cause Panic
tests, reduce enemy ranks or unit
strength, and destroy small units.

THE BLACK RAIN

OF ARROWS

Nobady likes to be shot at, and it’s a bit
unnerving to watch your unit be
whittled down as you march toward the
enemy. In Warhammer, this is
represented by the fact that a unit must
take a Panic test if it loses 25% or more
of its models to shooting in a single
turn. Failing a key Panic test can break
an opponent’s line, disrupting his
advance or forestalling a critical charge.
In many cases, that failed test may mean
that a unit never reaches combat. This
tactic won't work every time, as some
units are Immune to Psychology (such as
Undead troops or Daemons), but it is
still a very telling weapon against the

right foe.

THE ENEMY DWINDLES
BEFORE US

Properly applied, shooting can reduce
unit size and remove ranks from enemy
units as they move to engage your
forces. This can quickly swing combat
resolution significantly in your favour. As
an example, a Wood EIf Glade Guard
unit awaits the dreaded Vampire Counts
Skeletons as they advance across the
field (Diagram 1.1a). The 20 Glade
Guard are outnumbered by the 25 fear-
causing Skeletons, which could spell

‘doom for the Wood Elves as units
automatically break if beaten in combat
by a fear-causing unit which
outnumbers them, However, the Wood
Elf archers continue to pour fire into the
advancing Undead. By the time the
Skeletons reach combat, the Wood
Elves have killed off eight of the
Skeletons, tipping the scales of
combat in the Elves’ favour (Diagram
1.1b). Whereas the Skeletons would
have had a starting combat resolution of
5 (three ranks, banner, and Outnumber)
to the Wood Elves’ combat resolution of
4 (three ranks and a banner), the Wood
Elves now begin with the upper hand
and have the combat resolution edge
over their evil opponents 5 to 3
(The Wood Elves now have the
Outnumber bonus and the
Skeletons have also lost a rank).
A few well-placed shots can
make a key difference to an
approaching combat.

AND THEN THEY
ARE GONE
Although missile troops are
rarely able to destroy large
units through shooting alone,
they are more than capable of
finishing off smaller or
scattered foes. Fast Cavalry
have much to fear from even
small amounts of shooting.
They are usually lightly
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By whittling down the numbers of fcar—c«mmg models, archers can belp
Jies prevent your troops automatically breaking by being outnumbered.

protected, meaning few shots are turned
aside by their armour, and they are often
few in number, making each casualty
count that much more. If caught in
range of multiple shooters, Fast Cavalry
can be quickly neutralized or destroyed.

Shooting may also be able to kill off the
last few members of an already damaged
unit, ensuring full Victory Points for
your side. Similarly, shooting can finish
the rout of enemy units by ensuring that
they can'’t rally. Although fleeing units
may not seem an immediate rhréat,
reducing them to less than 25% of their
starting strength will ensure they never
rally. Units at less than 25% of starting
strength are unable to rally and will
continue to flee the field.

I SENSE ANOTHER

PLAN FORMING

Panic, reduce, and destroy. This is
simple in concept, but, as always, not so
easy in execution. You have to plan out
your Shooting phase to maximize the
effectiveness of your troops.
Unsurprisingly, it often starts with
deployment.

WELCOME TO THE

FIELDS OF FIRE

One of the keys to the proper
deployment of shooters is to ensure that
you can maximize the number of
shooters that can be brought to bear on
key enemy units as they advance across
the field. This requires an analysis of

your opponent’s army and its likely
deployment. When facing a slower army,
it is often advisable to overlap fields of
fire from multiple missile units to
ensure maximum damage. On the other
hand, when you face a more nimble
opponent, you may want to cover a
wider area, sacrificing density of fire for
a broader coverage. Remember, ranked
units only have a 90-degree field of
vision to the front, so this requires
careful planning.

In the example over the page, the Dwarf
player prepares to defend his realm
against the Dark EIf invader. He knows.
that his opponent’s force is significantly
faster than his. He also knows that his
stout Dwarfs can easily repel a direct
assault from the Druchii invaders, but he
is rightly concerned that the Dark Elves
may try to sweep around the flanks of
his battle line with their Dark Riders. As
he prepares his deployment plan, he
looks at putting his two Crossbow units.
in the centre of the field (Diagram 1.2a).
While this ensures that the Dark EIf
infantry will have to wade through a hail
of Dwarf bolts, it does little to stop the
Dark Riders from sweeping around the
Dwarf flanks and threatening the
vulnerable flank and rear of the main
units. The field of fire of his Crossbow
units does not allow him to engage any
units that attempt to skirt the trees to
either side. This provides the Dark Elves
with an easy avenue of advance by
which they can threaten the Dwarf line.

Archers

20 Glade
Guard

Diagram 1la

20 Glade
Guard

17 Skeletons

Diagram Llb

—— ——
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Fortunately, the Dwarf realizes this and
adjusts his plan to cover these likely
routes by moving his missile units to the
flanks of his army (Diagram 1.2b). This
brings the Dark EIf avenues of advance
into his fields of fire and gives the Dwarf
shooters a turn to panic or perhaps even
destroy the small Druchii Fast Cavalry
units before they can get around the
Dwarf flanks.

In his next game, the Dwarf player is
facing a Chaos army that he knows
consists of several large blocks of
fearsome Chaos Warriors backed by a
unit of Knights and some Chariots. He
expects them to come directly across the
board to engage his forces. Just as he

did against the Dark Elves, the Dwarf
has placed his two Crossbowmen units
at either end of his battle line (Diagram
1.3a). Although this was effective against
the Fast Cavalry of the Dark Elves, it
could be a critical mistake in this battle.
While the Crossbow units might be able
to discourage smaller units from coming
around the edges of the Dwarf
formation, neither one of them can do
much damage to the larger Chaos
realignment of the deployment of these
units (Figure 1.3b) can ensure that both
units are able to fire on the advancing
Chaos battle line, greatly enhancing
their chances of causing panic or
reducing the enemy units’ size.

FIRE FOR EFFECT

Although deployment is critical to
setting up your Shooting phase, you still
need to get the most out of your
shooters once you use them. A common
mistake in the Shooting phase is not
properly selecting your targets. It is very
tempting to just let fly at whatever is
‘across the battlefield from each of your
missile units, but this is rarely as
effective as a coordinated attack. If you
plan your phase and thoughtfully
execute that plan, you can make even a
small number of casualties count.

Prioritize your targets, set a goal for
each (be that panic, reduction or
destruction), and then concentrate fire

Duwarf Crossbownten line up alongside their
Jinsmen 1o repel a
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on them until you have achieved vour
goal. Prioritization is simple; select
enemy units to target, and in what
order. It might help to make a quick list
of the top targets for the shooting:
round. Next, write down your desired
goal for each unit — Panic test, reduce,
or destroy. It's important to set realistic
goals for your Shooting phase. It is nigh
on impossible to destroy a fully ranked
unit of 25 infantry in a single Shooting
phase, even with 30 archers, but you
could easily cause a panic test or reduce
the unit strength or ranks. If you can't
cross it off your list. Now that you have
a prioritized list, you need to
concentrate fire on the higher priority
units until you have achieved the
desired result. Once you have done so,
move on to the next target.

Let’s have a look at how this works. In

this example, an Empire army with three

archer units battles against a Chaos army
with Marauders. I am relatively certain
that I could panic Marauders on foot if 1
shoot all three of my archer units at
them. As it turns out, on my list my first
priority is to do just that. There are 20
of them in the unit, so I know that I
must kill five of them (25% of 20 is five
models) to cause a Panic test. My first
unit of 10 archers fires and kills three.

especially good against mounted

Similarly, the Empire Helblaster Volley
Gun or the Dwarf Organ Gun are
capable of devastating volleys of fire as
the enemy closes in range. War
machines are just a highly-specialized
missile unit, often both more costly and
more fragile than a unit of missile
troops. However, when properly
protected and used as part of a
coordinated shooting plan, these war
engines can tip the balance of the battle
in your favour.

READY, AIM, FIRE!

A well-planned and precisely executed
Shooting phase can be the final piece of
the puzzle of ultimate victory.
Remember to use your missile troops to
panic, reduce, or destroy enemy units,
but plan it out and select targets well —
it can be the difference between victory
and defeat. Next month, we’ll finish this
series with a look at army selection and
see how to bring all these lessons
together so you-can choose the

Disgram 132

dr}_f and'your
arrows fly true.

Still short of my goal to cause a Panic
test, I target the same unit with my
second unit of 10 archers, causing
another two casualties. I have now killed
enough to panic the unit (which was my
goal), so I will use my last unit of 20
archers to achieve my second priority — _
to panic a unit of Marauder
Horsemen. Another two casualties
also causes a Panic test in this five-
man unit, accomplishing my second
goal. By prioritizing my targets

and concentrating fire, I was able
to panic both the Marauders and = —=
Marauder Cavalry unit. =

MY KINGDOM FOR

A CANNON

Although the examples we used
here are focused on missile-
armed troops, these tactics
apply just as well to the many
war machines of the Warhammer
world. Many war machines pack
an awesome punch, and can
tell in your battles, but only if
you use them properly. Bolt
Throwers and Cannons are

knights and other tough
opponents, since hits
from these machines do
multiple wounds and
ignore Armour saves.

——
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Iron Hands

by Jonathan Green

The Iron Hands Space Marines find
their iron bodies and iron will tested
beyond endurance as the insane
hordes of €haes unleash a hell-storm
on the Emperor’s finest!

Novel = £6.99

WWW.BLACKLIBRARY.COM

Blood of the Dragon

by C L Werner

Brunper, the Old World's most
notorious Bounty hunter is back and
he's caught between warring factions
who are vying for control of an ancient
and powerful dragon!

Novel » £5.99
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Warhammer Monthly 84
The All-Action Comic

The Black Library’s awesome comic
hlasts into action with another fantastic
issue featuring Plague-bringer, Of
Anicient Blood and Hammerbildt!

Comic  £2.50
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The Loathsome Ratmen And All Their Vile Kin Lone Wolves
The foul Skaven ratmen are examined in great detail in this study by Empite R0 Minct 4 Ka_rI‘Rmhardsun }
scholar Wilhelm Leiber. Featuring sketches, details of weapons, clans and a The softback edition of the explosive
wealth of other detail. hit graphic novel featuring a unit of
beleaguered Imperial Guardsmen, a
Background hook ¢ £15.00 band of Space Wolves and a vast horde
of Tyranids!
Graphic novel = £7.50

| THE BLACK LIBRARY. READ TILL YOU BLEED



It is nearly time. Time for tactics o be re-evaluated, for new armies fo be
considered, for new battles to be fought and for new players to enter the
hobhy. Time to leave Chapter Approved add-ons and trial rules at home.

THE WARHAMMER 40,000 RULES

: n Warhammer 40,000. After many,

‘many years the third edition rules that
have served us so well are being
updated and improved. It is not just
. the core game rules that are being
evised though. The whole way that
Warhammer 40,000 is being presented
" is being brought bang up to dute.
There will be two separate products on
offer, the Warhammer 40,000 Rulebook
and the Battle For Macrogge starter
set. Let’s first look af what’s new about
_the game. Inevitably, the focus of many

“book will be fo see what has happened
to the core rules and how it offects
their favourite armies and tactics.
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‘will be addressing in our downloadable FAQs)

but that's it, This is vital as it will allow us to

Warhammer 40,000 universe either in the
form of new armies or expansions of existing

departure that the previous edition'was.

Garmers from around the world have given us
‘tons and tans of feedback on what was good

‘Some of the strongest themes were the
‘dominance of assault, especially from
transport vehicles, and the relative immability
of units when they had to choose to move or
fire (firing obviously having more appeal).
Also the development of additional rules and
exceptions introduced through Codexes over

best solutions. One benefit of the trial rules

i
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Time for the latest update of Warhammer 40,000.

everyone who went to the trouble of sending

in opinions. Those of you who have been

the Assault and Vehicle rules have been
‘developed further in the fime since the trial

referencing more as well as giving extra
explanations and-examples where _
appropriate. As part of this, we have used
photas of games for all the examples, as well

In response to a common lament from the
public we have included a detailed index so . .~
more quickly. On a personal note, | hope this -
means that players will try looking up rules

“in Games Development!

Continued overleaf...
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ta make Warhammer 40,000 readily
accessible for new players doesn’t mean
that we have forgotten about existing
hobbyists. Quite the reverse, in fact. For the
established Warhammer 40,000 player there
is the Rulebook.

This is a huge book of almost 300 pages,
dedicated to providing a-bumper pack of
Warhammer 40,000 gnodness to everyone.

Needless to say, the book contains the core.
Warhammer 40, 000 game ruies of whmh |
addition 10 this the book mclude_s the most
comprehensive collection of background
material yet printed.

THE WARHAMMER 40,000 UNIVERSE
Probably the most distinctive feature of the
Warhammer 40,000 game is the galaxy in
which the game is set. It is a dark, brooding
universe in whiclr Humanity cfings to

| and. humﬁc of enefnies. Over the years

 since the release of the Rogue Trader game
' this background has been steadily refined
and expanded to gwe ita depth and

than nfe heroes ancl_ nlght_mansh villains.
Previously the background has been spread
between a number of publications, not all of
which were available. at any moment in time.
the_ ke_y_ c_letaj_rl_s m‘ gach race ina lavishly
iflustrated format.

Once you have read the background in the
Rulebaok it is likely that a lot of your
questions will have been a.nswereid,

evoked than in these pages. A series of
articles leads you through the labyrinthine:
structures of the Adeptus Terra, illuminates
the creed of the Gult imperialis and evokes
the sheer enormity of the- massive :
Depanmento Munitorum.

The artwork includes new and seminal
imagery of every race in Warhammer-
40,000. There are some jaw-droppingly
gorgeous pieces included from Games.
Workshep’s fantastic team of artists
including some new work by the master
himself, John Blanche.

Each Warhammer 40,000 race is described
in turn, summarising their character, history
and appearance. As well as conventional
artwork there are masses of photographs of
beautifully painted arrnies. By simply
scanning these pages you can get a feel of
what each army is ahout before you invest
in the appropriate codex or actually have to
face them on the battlefield.

| expect that the Rulebook wdl provide an
excellent reference source for the
Warhammer 40,000 universe as well as
being ah ideal stamng point for its

e v.‘_\'
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& _players who get confused about the

difference between normal ordnance weapons

A and ordnance barrages. In the new format
that should not occur.

More emphasis on units: Warhammer

of armies and units rather than :

micro managing individual models. This

| means some areas like turn sequence,
‘casuatty removal and targeting are handled in

-a slightly abstract way but we see this as a

fair trade off for keeping the game

-smooth and fast flowing when large forces

-are in play.

We've continued this evolution in the latest
edition of the assault rules. This means that
close combat is massed combat and not a
series of individual fights. Given the fantastic
diversity of unit types in Warhammer 40,000
this wasn't easy but the end result is that

resolved quickly and simply.

' Promoted interplay and dynamic
manoeuvring: No player enjoys being beaten
without a chance to react, or remaining
entirely static for the whole game. We've
endeavoured to reduce how many things can
occur in one turn and increased the number
of turns in missions to allow for more tactical
interplay.

As an example we went through several ideas
-getting into assault easily and early that
caused problems in the third edition. What
we decided on was a slightly different

‘we've ruled that passengers can't assault in
‘the same turn they disembark from a moving
‘vehicle — which is undoubtedly the most
‘controversial change we've made.
Nonetheless with the alternating turn.
sequence of Warhammer 40,000 it's the best
way of ensuring interplay by allowing the
defenders to respond and at least point their
guns and shoot hack.

Other changes to the vehicle and weapon
rutes make it much more viable to keep units
moving in battle without drastic losses in
firepower so players have the option to
manoeuvre and fire-fight at closer ranges.
Assaults have been made more bloody to
ensure a quick resolution instead of a
grinding multi-turn battle of attrition.
Moreover, it only seemed sporting that once
anarmy had braved the firepower of the
enemy and got into hand-to-hand combat
they should get a chance to do some harm.
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Leadership is more important: We felt that
Leadership was severely underused so we've
made it relevant for defeating screening

- tactics. These throw more emphasis onto

good Leadership troops as having greater

In the past upon the release of a new codex
the most numerous questions that arose
sought to clarify which troops were tall

‘enough to block line of sight to other troops.

one tactic. The revised edition deals with this
prablem once and for all.

PREPARING FOR WAR
We've balanced off the changes we've made
to the rules to ensure no particular army gets

‘a substantially better or worse deal under the

revised rules. Tactics will change but we feel
they evoke a better feel for the futuristic

‘warfare of the 41st millennium. This was ong




playe_ré of every army should find that whilst.
‘one or two of the changes are to their

‘advantage, an equal number-are not, so all
the armies remain balanced foes.

We've also brought in various little tweaks to
ensure the game isn’t too abstract and
creates cinematic events, those moments
where you can see the scene on the tabletop
unfold in your mind. 1t is, after all, these that

truly make a game memorable. When you get

your rules, read them closely, you will quickly

-

spot some of these tweaks and will no doubt

* put them to good use.

In developing the updated rules cun_sit_jerati'on
was given to many possible changes but in

that it was adding more to the game than
change for change’s sake. The same

, WARHAMMER
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forget this rule when playing in tournaments:
we goncluded that it wasn't really necessary
and dropped it from the rules. The effect has
been to make sure that more room is taken

explaining the things that are really important.

Whéther you are a beginner to the game of
Warhammer 40,000 or a veteran, a modeller

the new Rulebook. It has been a pleasure

putting it together, now all that remains is for
you to have funwith itt

. www,games-workshop.co.uk/warhommerd0k 67
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‘encompassed Warhammer 40,000. With its
imagery-and range of miniatures there is a
--limitless supply of inspiration for painting and

modelling. But being inspired is only part of
4 the story. In order to take that inspiration and
_turn it into painted models then there is no

4 one who does not benefit from expert
_guidance. This guidance is provided in the
‘Rufebook. -

‘The Games Workshop hobby team has put
together a package for the Rulebook that will
be invaluable in helping you to develop your
skills. 1t begins by focusing on collecting
Citadel miniatures. This can be an absorbing
‘pursuit even if your lovingly collected models
do not make it to the gaming table. If the
‘objective is to create a usable Warhammer
40,000 army then this section will give you
the benefit of years (many, many years in
fact) of experience in collecting and painting
armies from a team of veteran gamers.

Gorgeous armies are all very well and good
but to show them off at their very best then
you will need to build equally attractive
terrain. This is an aspect of the hobby that
has not received enough attention in the
past and. is a particular gripe of mine. | am

¥ glad to say that the same guys that

# produced the ‘How to make Wargames

§ Terrain’ book have poured their formidable
expertise into the Rulebook. As well as
teaching some technigties the hobby team
has provided some sumptuous examples of

@ what is possible with a bit of imagination and
- effort.

All'too often, people assume that Warhammer

40,000 has to be played with huge armies.
Whilst this is the ultimate objective, it can be
a daunting prospect. X
" The truth is that Warhammer 40,000 can be
played in many ways. A popular version of
d minutes. This is a skirmish version of the
‘game that excludes the more powerful

d This has been proven to be a great way of
getting new and experienced players involved
in the same games, and provides a great
format if you want to collect a new army and
play games, but don't want to collect masses
of them. To prove how guickly you can get a
game going, several Studio worthies
undertook to produce 400-point armies in
less than a day for the book.

The Warhammer 40,000 rules include a set of
missions designed to provide balanced
‘encounter’ games. These tend to form the
bulk of games played. Sometimes though,
balance is not really needed. Epic last stands,
daring rescues and courageous assaults
make excellent missions as long as you are
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not worried about having the odds stacked
against you. A wide range of special missions

- are detailed in the book, and can be used in
‘campaigns, in one-off games or as inspiration

for designing your own missions.

‘Often players are deterred from playing this

type of game because it requires special stuff,
such as bunkers, sentries and fortifications.
Well, this part of the book is written by the
kind of people who see this as a challenge
rather than a problem. Everything you need
to know to build these additional extras is
included. They don’t stop at bunkers though,
the approach taken is that anything that
features in the game can be turned into a
moadelling opportunity including hidden unit
markers, booby traps and minefields.
Hopefully there will be less use of crudely
torn bits of paper as markers after this!

The theme of playing Warhammer 40,000 in.
different ways is continued with the full rules

for the Kill-team variant. Kill-team is great for

army formats.

The section that | am sure will prove
extremely useful covers campaigns. Some of
the best games | have ever played have been
part of campaigns. A campaign sets a context
for a game that would require a very complex
missian to duplicate. The great thing is that
characters and squads develop as the
campaign progresses. A recurrant theme I've
detected when talking to enthusiasts at

“Games Days all over the world is that they
‘imbue their favourite army with a distinctive

character. The campaign system includes a
full system for gaining battie honours and
ideas for representing these honours on your
models. In the future we hope to use the
system that is detailed in the Rulebook as the
basis for.campaign suggestions in White
Dwarf or even special events. As a practical
example a sample campaign is detailed which
can be played immediately.

Below: A Space Wolves Kifl-feam hacks ifs way clear
of a ruined Tau outpost overrun by swarms of Tyranids




¥ THE BATTLE FOR MACRAGGE

all new players of Warhammer 40,000. You
might be thinking: “Hey, Pete I'm already
reading this in White Dwarf, | have over
10,000 points of Eldar, how does this affect
me?” Well, for our hobby to thrive it must
expand - it's absolutely vital that aspiring
players are welcomed into the community. If
you think back to when you enlisted you'll
remember there was a lot to learn very
quickly. The depth and richness of the
background, the rules, the tactics plus the
modelling and collectmg opportunities can be
overwhelming.

The Battle For Macragge addresses this by

rea_dmg_m_atg_rial _

The new clip-together models are a major
step forward. True, they lack the variety of

"The Battle For Macragge is the entry point for

other figures. and can be ready for play in a
fraction of the time. The hox contains a full
squad of Space Marines, complete with
Sergeant, missile launcher and flamer. -

It-also incl udes a brood of Ty;anid

spemal model representing the impenaf
Agent Lieutenant Varras, bearer of a precious
consignment of gene-seed and last survivor
of a crashed shuttle,

The terrain includes a number of Tyranid: Hive
Nodes, Infestation markers, power figld

projector pylons and mast impressive of all, -

the wrecked shuttle, Dauntless.

All of these models are needed to play a
series of linked scenarios provided in the
Battle For Macragge book. There are six
mlssmns foi[cwmg ina very cmematlc

~To finish off the ;iackage,.tha box in-cludes:a_.' -

WARHAMMER
; SADDDD :

introduces new elements of _Ihe rules in an
easny assimilated fashian

As well 'as. being great fun ta play, by the time
a new player has finished the missions he
will be ready to' move on.to the full game

For Macragge hook mcludes masses of
information on assemblmg aﬂd pamtmg the

Marine: nr Tyramt&army and how to find out
more about the hobby.

complete set of the updated Warhammer-
40,000 rules; presented in a handy A5 format.
to fit in your army case. As well as the rules,
this book includes overviews of the
background of aII ma mair; arm:e:s Although

digesting thrs mfarmanen it should be easy
for newr players to d&mde upon the codex for




" The Imperial Guard is a vast orgunisotion of
‘millions upon millions of men and war
‘machines, By far the most common
organisotional unit of the Guard is the

il ubiquitous Infantry Company, but there are
several other types of company utilised.

- Equally imporiant as the infantry, though
deployed in much fewer numbers, are the
Imperial Guard’s Armoured Companies.
Pete Haines, Jervis Johnson and Graham
McNeill present an updated version of this
fearsome army list for use in your games of
Warhammer 40,000.

ete Haines: With the release of
> Codex: Imperial Guard last year we
thought it was about time we updated
the Armoured Companies with some new
doctrines and equipment. Unfortunately,
bringing such a specialised formation to life
on the tabletop poses a few problems. In
Warhammer 40,000 it is generally true that
emphasising one thing in an army can create
an unfair advantage. The reason for this is
quite simple, an opposing army may be
balanced to deal with a wide range of
opponents but may not be able to cope if one
particutar troop type is used to the exclusion
of all else. This is especially true of the
Armoured Company, an army that could
potentially consist entirely of battle tanks with
14 frontal armour! Whilst a well-balanced
army can reasonably expect to deal with-a
few of these behemoths, dealing with an
army of them will take time. Time, sadly, is
something they will not have as they wither
“under non-stop bombardment from masses
of ordnance weapons. | have tried to balance
matters up in two ways. Firstly, | have been
| extremely strict about the variety of
supporting troops an Armoured Company can
use. This creates some tangible weaknesses
for it that an opponent may be able to exploit.
Secondly, | have reflected squadron
organisation in the list by making it
compulsory to include a command or ace
tank in every set of three. The points cost of
these tanks is higher than their improved
Ballistic Skill really merits, but the effect is to
make the average points cost of each tank
higher keeping the number of them that can
be fielded to manageable proportions.

These changes have allowed me to avoid
introducing artificial special rules to limit the
effectiveness of Armoured Company vehicles,
especially the ubiquitous Leman Russ, while
making the army more compatible with the
other Warhammer 40,000 armies.
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It is possible in due course that there may be
a codex dealing specifically with Armoured

Companies, but before this can be done this

list format will need a lot more playtesting
and that is where all you tread-heads out
there come in. | welcome any thoughts or
experiences you have regarding the army, so
don’t hesitate to write in to Chapter Approved
at the address at the end of this article.

ARMOURED MIGHT

An Imperial Guard Armoured Company
consists almost entirely of armoured vehicles,
with the only infantry included being those
mounted in Chimeras to keep up with the
rapid advance of the tanks. A typical
Armoured Company can consist of anything
between 12 and 24 tanks and is primarily
used to batter through enemy strongpoints,
exploit a breakthrough or act as a mobile
reserve to counter-attack advancing enemy.

An Armoured Company will often be used to
spearhead attacks and break through enemy
lings. Special missions or objectives of a
particularly critical nature are often entrusted
to Armoured Companies, though they are
unsuitable for holding ground or raiding into
enemy territory. Armoured Companies are
specialised formations and how they are
raised and integrated into an Imperial Guard
army is quite different to a regular Imperial
Guard regiment.

REGIMENTAL ORGANISATION :
The Imperial Guard is a massive organisation,
drawn from a million different worlds and
brought together by the Departmento
Munitorum through a rigorously enforced,
but incredibly arcane, system of tithes. Most
of the regiments raised for service in the
Imperial Guard are infantry, which is not
surprising as the one resource the Imperium
has in abundance is manpower. However,
while the Imperial Guard is rightly regarded
as a ponderous organisation which
specialises in delivering bludgeoning hammer
blows to an enemy rather than the decisive
rapier-thrusts of the Adeptus Astartes, it still
needs a way of breaking through defensive
lines and taking the battle to the enemy.

Armoured Regiments are the assault arm of
the Imperial Guard. Raised on industrialised
worlds and equipped with unsophisticated
but rugged vehicles, they have been the
weapon of choice for Imperial Guard generals

Armoured Regiment consists of several

mpancs

companies; normally there will be at least .
three but some regiments boast over a dozen. -
Because of the sheer power of tanks in

into their constituent companies in battle. A
company of tanks can be allocated to-an
[nfantry Regiment to provide ¢lose support.or
conversely operate on its own, supported in
some cases by troops detached from infantry
regiments in the same army.

It is rare for tanks and infantry to be officially
part of the same regiment but once
intermixed to fight it is common for
secondments to become. permanent, at least
for the duration of a war or crusade. But in all
practical cases the Armoured Company is the
level of tank formation most commonly
encountered, whether admixed with other

-elements or not.

‘An Armoured Company will always havea -
-commander operating either alone in his own
tank or supported by an HQ Squadron of one

or two more tanks. The Leman Russ
Vanquisher is a popular choice as Commantd




tank as its long-barrelled battle cannon is
especially effective in the hands of a Veteran
crew. The company will consist of three to six
squadrons of tanks, each squadron having a

Thesewill most cammonly he Leman Fiuss

_tanks although Demolishers, Hellhounds and

SUPPORT UNITS

Whilst the formal organisation of Armoured
Companies contains only tanks, some cross-
attaching of units is common. This is not
hased on any standard practice formalised in
Imperial Guard manuals, but is instead either
improvised by experienced commanders or
undertaken as a necessjty of battle.

The most common attachments are infantry
from Steel Legion-style formations. (The
Steel Legions dre specifically an Armageddon
unit, but the term is used more widely to
desc'ribe infan'try units en’tirely mounted in

mfanrry not only to: keep up with the. tanks :
but to add wgmﬂsanﬂy to an Armoured
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Gompany’s firepower. The infantry are
invaluable in dense terrain whete the risk of
assault by enemy infantry is at its highest.
Despite their power, tanks are vulnerable to
attack by determined infantry. Eldar haywire
grenades and Ork super-stikkbomz are both
capable of defeating the most powerful

sufﬁmently we_ll armed tc_a s_uppnn the tanks in-
* the ensuing battle. Broadly speaking they are:
used in two roles: pure reconnaissance as
described above and as tank hunters. While
the Armoured Company's tanks roar forward
Sentinels can- occupy concealing terrain and
fire accurately with their lascannons in
support. Their flimsy armour is less of a
dlsadvantage when the enemy’s attention is

armour and the threat alone will drastically
slow armoured operations if there are no
infantry supporting them.

When it comes to reconnaissance Imperial
tanks are too large and noisy to perform the
job well. To fill this-niche Armoured
Companies are commaonly assigned
squadrons of Sentinel walkers. The Sentinel
is the workhorse of virtually every Imperial
Guard formation and if is the exception to the
rule that all Armoured Companies include
only tanks. Armoured Company commanders
are always enthusiastic to secure Sentinel
support and when they get it will do anything
to avoid Iening it-go. The Sentinel has such_

can go v|rtuaﬁy anywhere an mtantryman can.
go and still take their heavy firepower with
them. They can find routes through difficult
terrain for the tanks to follow and give a
commander a means of finishing off an

¢ Herctics crave the cleansing firc of
absolution. 1&:\' aced not fear, for we ’

hall dc!.m:r /

(‘nptn.n Kurr - Hcllhound mmmmdn

wathout them. They excef at sniffing outthe

lmpcml Cuard Armourcd Compqnics army list |
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: Campaign: Hive Fleet Kraken

{nCUrsion : '
Warzone: | Radnar — Jourmall Hive
| Formation: “Emperor's Shield '
Opposition: Tyranids o
- Following the battles on Ichar 1V,
- Imperial forces were redeployed to
contest ithe hive ‘world: of Radnar. The
area around Jourmall Hive was filled

with Tytanid nests and the ﬂbi-l'iijr afithe |

Tyranids to emerge anywhere in the
vicinity made the region very difficult to
attack, The Imperial lines strrounded the.
hive, 4 total distance of 340 miles, and a
six week bombardment was commenced.
Tyranid spore mines -inflicted ‘_]_lca\f_y [osses

enemy when the tanks’ firepower drives them
‘deep into a wood or town.

Finally it is possible that artillery units will be
-assigned to an Armoured Company. This is
actually very rare as artillery is at ifs best
when set up a good distance from the enemy
lines and is able to remain static and
bombard continually. This method of fighting
is diametrically opposed to the bludgeoning
tactics of the Armoured Companies.
Sometimes the artillery is transferred to act
as improvised fanks to swell numbers; at
other times thay are there because
formations merge in the heat of battle without
any real tactical reason. In either case
Griffons and Basilisks are not entirely at
home in Armoured Companies and will often
find themselves doing jobs they would not
normally be expected to do. In the scourging
of Ynthel in M38.889 Griffons with dozer
blades were used by the Narmenian
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on the besiegers, but ultimately it was
the news that swarms were moving
towards Jourmall from the other infested
hives that prompted action. The
Emptror's Shield Regiment, numbering
nine-full-strength companics. was massed
to break into the levelled 'hive city. They
inchuded ‘farge pumbers of tanks cquipped
with flamers, both Hellhounds and
Leman Rouss Demolishers, and a5, they

reached. the outer line of nests. they used
"“these fo cleanse each in turn ‘Faced with

'a choice of frying in their holes or,

_' emesging, the "!'Yran'ids swarmed: to the

sutface. The tanks advinced in close
formation Jeaving the smaller’ Gaunts
nowhere 'to go. Their ‘tracks were stained

Armoured Companies to clear enemy
garthworks while the tanks provided covering
fire, and during the fighting against Waaagh!
Drojock in M40.472, Basilisks with armoured
crew compartments:served alongside the
Antroch Lancers as battle tanks while

'storming the Vannen River fords. On other

occasions the artillery have served to spread
incoming fire more thinly and reduce the
chances of the fighting tanks being damaged.

An Armoured Company’s support vehicles,
ammo carriers, fuel trucks and the like, will
normally be provided for a campaign by the
Departmento Munitorum. Each squadron can
contain a mix of vehicles, but the newer the
regiment, the more likely they are to be the
same. These lightly armed but very valuable
vehicles will never be risked in combat if
possible. Their crews are not combat-
hardened and are made up of men who can
only be trusted to labour rather than fight.

with the beasts’ foul ichor as whole
bréods were ¢rushed -beneath: them.
Ahead of the tank line, 2 sea of flame
rolled forward. consuming cven more
Tyranids before they could get to them,
Every time:a Carnifex or Tyranid
Warrior brood emerged. it was transfixed
in 2 lattice of lascannon fire or
pummelled by numerous battle cannon.
The smplacable advance of the Emperor's

" Shield shsttered the control of the hive

mind, preventing any form of coherent
response and, without any significant
pause, ‘continued to the far side ‘of the

- thive site’where the remnants of the -

swarm ‘were herded to destruction agajnst
the lines of ‘tircumvallation.

When units are assigned to sub'pc'rt the
Armoured Company from other formations,

to either a company commanderora
squadron commander. This keeps the internal
organisation of the Armoured Company
constant and avoids confusing battlefield
command with additional sub-units. It is
acknowledged that tank commanders do not
always know what is best for their support
units so a degree of autonomy is acceptable.
The sergeants of Armoured Fist units, for
example, quickly learn what is needed of
them and do not wait for an order fo intercept
gnemy infantry. oae ‘

ARMOURED COMPANIES IN BATTLE
Armoured Companies of the Imperial Guard
are renowned for the speed and ferocity of
their assaults, smashing through enemy
positions with the thunder of their armoured .
Continted overleaf...
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Within the Imperial Guard the most common Iower-level mrmalmn is the squadrnn This consists of three tanks; one of whmh isa

Command tank. Virtually every combination of armoured vehicle has at some fime operated as a squadrun either by plan or necessity,
although the classic squadrun consists of three Leman Russ hattle tanks

LINE ABREAST

This formation involves the squadron
Command fank setting the line of march
while the Dthér lwo tanks accnmpany it

that changes in dlrectmn fmm the
Command tank |eave little time for the:
other tanks to adjust and the formation
is very weak if engaged in the flank
where only one tank can bring, its
weapons to bear.

SPEARHEAD

Intended ior a generat advance this®
abreast as the Cb'mhiahd't'ahk s flanks -
are still pariraHy cm.rered However now

tanks fo! owmg up behmti

ECHELON
Particularly useful when moving around
an enemy strongpoint; the echelon

~ allows all weapons to be brought to bear
in either direction. A simple turn left or
right forms a new echelon advancing in
a different direction. The flanks of the
lead two tanks are partially protected but
only from one side and the rear tank can
be left vulnerable to.an attack from the
rear. Each tank can offer suppomng fire

COLUMN

Golumn is primarily used for moving
along roads or between areas of difficult
terrain. it leaves the tanks very
vulnerable to flanking fire and limits
forward firepower quite dr‘asticaily

when it is the only formation that fits the
mrcumstances bemg especially useful
heavy ftre. When mowng up on an
enemy position it ensures that only the
lead tank can be engaged guaranteeing
that the supporting tanks can move out
and engage when space allows. .
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COLONEL TAMUS SIRHAN
One of the greatest heroes of the 3rd -

Armﬂurcd Cempany of ithe 124th Cadzan .

regiment was Colonel: Tamus Sirhan,

i I commander of the Leman' Russ battle

taok, Amulus Imperator: Famied for
-_I-always ndmg into battle with his”haich
. open and brandishing His family power

r_vch{cles when_there was the glory.
\of dying cnemics to behold. EWE’,

. “fead-the harge of his v:hzoicg T
} :)gpf:nded more-fiel and

s in the six=month Draxian

'_Camparg.n than the eatire 235th Laackrau-;

" |Regiment | record:d in th;i’r, thrr:c-—,ytar‘
_'campﬂg:i ta hbera}c thn:ﬁ.-l_odwyn Bth

“ Colonel Srr‘ﬁan remains the anly‘*wamar
inthe [24th Ca_ an 1o ha.v‘t won the
@rﬂ:r of Ma.chmus &aﬂowmg his actions

| and=his "comp‘(ﬁy fought and® cfcs‘tmytd 1
. Chaos Battle Titan | The Tl!an protected
the oné place sehese: armam:d vehicles

- could cross the Rm',r Astur and which

- led o the caemy rear cchélons, Imperlai

fmc&s had “nkcn a ftafsome pnﬂndmg
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= dcmmrs of (]1: er[cmy".s
.Ipmbmg from the north and were ahfe ts:m 5
- extract mformanon on_how they wu[d

abre; he'disdained those 'who cowered ip - ; “approach 1h= prpeml positions Bascen.

cag:r 1o

at the ﬁait,]‘g of Vrodken Ford, where -he i

e e T s

brsdges and ‘every. amm]:n hadfmct

failure. The commanders of ﬁzt forcr-

)m:r: unaware of th:s locaneu until: ;
“Sithan's tanks :aptumf ‘tfm forward

eCon company

"~ Sirhan mmcdxatcly ‘mounted  up hls !an{cs..
-cammandcnrmg fucliand shells ‘earmarked

for the 2nd Company and roared off to
the north i St:avch of the cmssmg Dawn
was brcakmg as his scout vehicles

teported the presence’of ‘the ford, though
< they atmcttd hcavy firc as they
"attempted to cross. Determined to exploit

this ford, no- matier. the ‘cost, Sithan led

“this vehieles imm their Jaager and drove

his fank straight into the wafer. .r‘\s the

i tanrks reached  the ‘centre -of the ‘river, a
: thundx:reus Atcmor shoek the gmnnd and

the towering shape of a Titan cmcrged
from’ behind -the. sides of the river va]ley
Three Lcman Russ ‘were blown apart in

e n__:fm)a Seconds by the Titan's guns,

e e e e

hefors thc sést. were a.blc to scamr and

o retorn fire. The behemoth's void shieldS

flickered as shell after shell impacted, but

" none! could, penctrate its thick demour and

'\ “another swathe of tanks ¢exploded under
its Witherin:g firepower,

Colmn::l Sichan charged forwards, his tank
bti‘cbmg smioke as it emerged from the

L rIVer Supportm_g mfantry waited Jn the
. ‘shadow of  the Titan, but as more and

* morc tanks emerged from the river; -the
weight of their suppressive fire began to
“take its toll. The shells of the few tanks

= that had supvived to close with the Titan

were now close enpugh to bypass their
foc's shields and armoured plates cracked
and ran molten beneath -their repeated

_barrage. Realising that 1t had

undesestimated its foe, the Titan began
backing off. -but- Colonel Sirhan was not
1o be dented. He drove right up to the
Titan and unloaded his sémaining ordnance

into' its weakening leg joint. His la'si-sheli

detonated against the giant war machine's
joint ands1n 2 shower of flame and
exploding 'metal shards, the Titan




colfapsed _-:_’;‘}I:I top _of the Coloncls
Command task. cr g+him and. his
crew fo d:ath T]‘u: Iast. battered survivor:
of the compan) was-able to vox
regimental: HQ) 'and tell them what !ud
happened. Within four houss flanking
clements of the [24th Gadian Regiment
had ‘crossed. the Astur and were able to

~ catch their encmy completely by- SUTPFST,
rampaging rhmugh their baggage' and
5upp1\r camps. Every one of the dead tank
crews received the Medallion Encarmine
and Colonel Sirhan was awarded: the
Order of Macharius, despite some
officers’ belicf that he should be
posthumously court-martialled.

While an extreme example, Colonel
Sirhan is fairly typical of the mindset of

the commanders of Armoured Compapics:='

““daring, dramatic and dynamic, a]wa)s
lesding from the front and ‘contemptuaus
of eowards, The men and women who
make up the soldiers of an Atmoured
Com any sce themiselves s the clite

nics of ‘the Imperial Guard apd’ are
often dismissive of the lowly infantryman,
all too often forgetting that all the
different arms of the Imperial Guard
must work together 1o achieve v:cmrv

COLONEL MITROFAN TESLA

At the Battle of the Visterloir Salient,
Armoured Companies from the Jouran
Dragoons counter-attacked the forces ‘of
the Ork Wirford, Grashtak the Arch-
Murderer as they broke through the
trenches of their Infantry Compmmc So
successiul was the counfer-attack that the
“commander of the company, Colonel '
Mitrofan Tesla, pursutd the. Orks
thmu&.h the no-man's-land separating the
two armics, back to their own positions:
“In the mad haste of pussuit, Tesh
wallowed his tanks to hecome seattered and
when the Orks rallicd and counter-
~attacked his force, many were picked: off
by bands of Ork Tank Hunters. It was 2

testament to Yesha's skill that heswas able

to. regain o measere of command and
control over his company and fight his
way back to the followsng Infantry
Companics. Together with the supporting
infantry, the Jourans ‘were able to smash
1hm1.lgh the Otk lines and destroy
bundreds of Ork warbands, brcal\mg open
the Salicnt and paving the \wy for

o Vi ry/in the campaign against the Orks.

vi'a_hialeé.. Their deployment is not un&ertaken

! lig'htry, for it i's’ a mgistic'a! 'nigjhfmare 0

génera!mg even I.o.nger suppiy chams

When the full might of an Armoured
Company is unleashed there is little that can
stand against it. Dozens of tanks roar.
forwards, their tracks churning the ground

and cannons firing with the sound of thunder.

The very earth trembles as these iron
leviathans attack and only the most
determined or foolish enemy will dare o

- stand against them. In the wake of the hlitz of

Infantry Companles but there is usua!iy very
little for them 1o do but mop up the scattered

tanks crashmg Ihrough a posmon should not
be underestimated and many foes have had
cause ta rue the day they overestimated their

ability to hold off the Armoured Companies of

the Imperial Guard. Ironically, despite being
capable of such awesome destruction,
Armoured Companies are unsuited for
holding the ground they capture, relying on

. infantry to consolidate their gains. While
Armoured Companies are an extremely

powerful shock force in battle, they rely
(however much their commanders might
disagree) on supporting units of artillery and
infantry to operate at their most effective.

As well as spearheading assaults Armoured
Companies are also particularly effective as
mobile reserves, breaking up enemy
offensives that have burst through friendly
forces. Enemy troops and armoured fighting
vehicles that have battled through a first line
of defence are fypically disorganised and
scattered — easy prey for a concerted

cou 'nter—attack An 'Armaured Company S

chang:ng fortunes of the battlef:eld and often
the sudden arrival of squadrons of heavy
armour has turned retreat into attack. Such

dramatic operations produce a different breed

of Guard officer, one more used to
flamboyant displays of heroism than the
drudgery of common footsloggers. Used to
the protection of several tonnes of steel and
armaplas, many officers are prone to wilder
excesses of courage than those who know

+ that only a few thin layers of ablative material

stand between them a;_ld death.

TACTICS OF ARMOURED COMPANIES
Armoured Companies do not see action as
much as infantry units. Infantry can be used

in w'rtually any terrairi «can be used to polme

!f\’\'\ﬂ

garrisons on backwater worlds. Whilst an
Armoured Company can be used in this way,
the ‘crews shouldering their lasguns and
acting as improvised infantry, it is far from
ideal. Their real role and best use is in major
campaigns where their ability fo deliver
battle-winning attacks is legendary.

ARMOURED COMPANY SPEARHEADS

" Because the Imperial Guard as a whole is

operationally quite slow it is sometimes:
advantageous for their advance to be
speameaded by A'rmoured Companies In this

to isolate pockets of remstance_whmh can_ :
then be mopped up by the more conventional
Imperial Guard units advancing behind them:
Massed armour is almost impossible to stop .

‘without the enemy committing their own.-

mobrie forces thereby alrowmg the Imperial®

fragment them and get the Armoured
Compames amangst second line forma‘nons

The key to success is how well the tanks are ™
supported; lack of fuel and ammunition will
often halt their advance long before the
enemy are able to do so and counter-attacks
launched against the sides of the line of
march will drain the Armoured Company’s
strength and may cut them off entirely.

GRAND ASSAULTS

Often the Imperial Guard will be fighting on
hattlefronts stretching hundreds of miles. The:
lethality of 41st millennium Wweaponry makes:
constant attack very expensive m lives and

amflery such as man- ponable mortars can
continue to fire as the Armoured Company
moves forward as, even if they are not on
target, their shells cannot harm the tanks.
With the main defensive line: overthrown, the
Armoured Companies will often revert to
individual spearheads before moving on to
secondary objectives.

| Despisc infantry/ i you must. Crush them

" under your tracks: by all means, But do not
igouse them. Bm[:flcids are littered  with the

i wnckahe of tanks whose Crews 1gn0r:d infantry.

Anen
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Command Tank ...... AN YRR BT TPt et 100 points + vehicle
Unit Size: One vehicle. The Command tank has a BS of 4.

Options: The Company Commande_r,_ and any Commissars assigned to the detachment, will ride into
battle mounted in one of the following vehicles bought at additional cost from the vehicle inventory:
Leman Russ, Leman Russ Vanquisher, Leman Russ Exterminator, Leman Russ Congueror.

" ELITES

TANK ROR L v connals wis o b mn st e ) 65 points + vehicle

Unit Size: One vehicle. The Tank Ace has a BS of 4. 4
Options The Tank Ace must be mounted in one of the foilowing vehicles 'bou'ght'at' an

Russ Vanquisher, Leman Russ Conquerar Destroyer Tank Hunter.

Tech Priest Enginseer

(As Codex: Imperial Guard)
Transport: The Enginseer must be mounted in a transport vehicle.

Storm Troopers

Pis/Model WS BS 8 T LS A Ld 8y
Storm Trooper 10 B odEan SR g - g
Storm Trooper Sergeant 10 el 3 3 1743 1 8 4+
Veteran Sergeant +6 i Rl ag e G TUR L D B A

Number/squad: Sergeant and between four and nine Storm Troopers.

Weapans: The Sergeant carries a hellpistol and close combat weapon. The Storm Troopers: have '
hellguns with targeters. All squad members have frag and krak grenades. :

Options: Up to two Storm Troopers may be armed with one of the following special weapons:

~meltagun at +10 pts; plasma gun at +10 pts; flamer at +6 pts; grenade launcher at +8 pts. Storm

Trooper squads may have meltabombs at +4 pts per model.

Character: The Sergeant may be upgraded to be a Veteran Sergeant at +6 pts. A Veteran
Sergeant has access to the Imperial Guard Armoury.

Transport: The squad must be mounted in a Chimera transport vehicle bought from the vehicle
inventory. :

~TROOPS
Tank Units

Number/Sguad: Ong vehicle.
Options: For each Command tank or Tank Ace, you may purchase 0-2 vehicles from the

following list: Leman Russ, Leman Russ Exterminator, Leman Russ Conqueror. Each vehicle

chosen in this way will count as one Troops choice on the Force Organisation chart.
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Sentinel Squadron
'Pts. WS BS S  FrontAmmour - SideArmour  Rear Armour 'I'
Sentinel 35 Fo e 50T #0y0 TEElp . '8

Type: Walker, Upen-topped ~ Crew: One Guardsman"

Weapuns Each Sentinel in a squadrcn musi be armed in accordance with one of the foilﬁwmg
] configurations. (A squadron may contain several different patterns).

. @ Catachan pattern — heavy flamer (+5 pts) = Mars pattern — multi-laser (+10 pts)
= Gadian pattern — autocannon {+15 pts) . Armageddan-pattem - lascannon {+20 pts) .

Special Rule
Scuuts Sentmels are used to scontahead and are always in the vanguard af the army To representtms all

Warhammer 40 000 ruletmok

Reconnaissance Section
Uit Size: One vehicle.

Options: The Reconnaissance section consists of one of the following vehicles bought from the vehicle
mventnry Chimera, Hellhound, Salamander Scout Vehicle.

Armoured Fist Squad ................. 60 pts -+ weapons + upgrades + transport -

Pis/Model WS BS $ T W I A - Ld Sy
 Guardsman : Tl £ TR B B T g R R
: Vetei‘an Sgr_geant: ; +_6 RN B R o i

Weapons The Sergeant may have a !aspistnl and close combat weapon OR a shotgun OR a lasgun.
Guardsmen have lasguns:

Options: Two Guardsmen may form a single heavy weapon crew. A heavy weapon crew must be armed with.
one of the following weapons: lascannon at +25 pts, missile launcher at +15 pts, autocannon at +15 pts;
mortar at +10 pts or heavy bolter at +10 pis.

One Guardsman not acting as heavy weapon crew may be armed with one uf the following special weapons:
meltagun at +10 pts; plasma gun at +10 pts; flamer at +6 pts; grenade launcher at +8 pts.

Any Guardsman not acting as part of a heavy weapon crew or using a special weapnn may be equipped with
a vox-casterat +5 pts.

The entire squad can be equipped with frag grenades at +1 pt per model or krak grenades at +2 pts per
model.

Character: The Sergeant may be upgraded to be a Veteran Sergeant at +6 pts. A Veteran Sergeant has
access to the Imperial Guard Armoury




SupportTank .............

« «« v+ ... Costof vehicle

Unit Size: One vehicle.

Options: The Support tank must be one _of the following vehicles bought from the vehicle inventory: Leman
Russ Demolisher; Leman Russ Conqueror; Destroyer Tank Hunter.

Artillery Vehicle ...........................Costofvehicle

Unit Size: One vehicle.

Options: The Artillery Vehicle must be one of the following vehicles bought from the vehicle inventory:
Basilisk; Griffon.

VEHICLE UPGRADES

Armoured crew compartment ...... 20 points
................................. (15 points for Sentinel)
OABHEHING v duveenmsvimians 1 point
BT 10161 R T S e ) 5 points
Hunter-killer missile .................. 10 points
NINESWIEHEY ievavmsesssainisnsso bs 5 points

Pintle storm bolter* .................. 10 points
Pintle heavy stubber® 12 points
Rough terrain modification............ 5 points
SEACRIGITE el 1 point
Smoke launchers .........cooovvenn. 3 points
N2 (2] 46T o = Mot S 10 points

NOTES :
Pintle heavy stubber profile is range 36",

Strength 4, AP6, Heavy 3. It may be fired in

the same way as a pintle storm bolter.
Upgrades marked with a * cannot be used by
Sentinels.

Armoured Crew Compartment
These may only be added to open-topped
vehicles. The vehicle no longer counts as
being open-topped.

Camo Netting

Vehicles often carry rolls of camouflage
netting that can be unrolled to help hide the
vehicle. In scenarios using the Hidden Set-up
rules, vehicles carrying camo netting ¢an be
set up hidden anywhere in their deployment
zone, not just in-or behind appropriate terrain
features.

ARMOURED COMPANIES

Mine Sweeper

The vehicle is fitted with a heavy dozer blade
or some other device designed to clear
minefields (see the Warhammer 40,000
rulebook). It can enter a minefield without
being attacked. Any minefield that the vehicle
moves across is cleared and removed from
the game.

Extra Armour

Vehicles equipped with extra armour count
Crew Stunned results on the Damage tables
as Crew Shaken results instead.

Hunter-killer Missile e

These missiles are one.shot weapons
commonly mounted upon Imperial Vehicles.
They are treated as krak missiles with an
unlimited range but may be used only once

‘per battle. Roll to hit and wound or to

penetrate armour as normal.

Improved Comms _

These upgrades take the form of long ‘whip’
aerials or other large aerial set-ups. A vehicle
with improved comms can communicate
with other Imperial Guard formations, such
as nearby reserves or artillery support. To
represent this, the improved comms allow
the Imperial Guard player to re-roll one
Reserves roll per turn, and to re-roll the dice
when checkmg to see if an enemy unit or
obstacle is hit by a preliminary
bombardment.

Pintle Storm Bolter/Heavy Stubber
Pintle-mounted weapons are located on the

-outside of a vehicle and can be used by a

crewman from an open hatch or by remote

‘control from inside. A pintle weapon can be
fired when the vehicle is eligible to fire

another non-ordnance weapon.

Rough Terrain mcammﬂon

aiio_w a vehl_c!e mo_v_mg_r_m _f_u_rth_er th_an 6 that
turn to re-roll a failed Difficult Terrain test.

Searchlight

Searchlights can be used in missions where
the rules for night fighting are used (see
page 134 of the Warhammer 40,000 rules).
They-allow one enemy unit spotted by the
vehicle to be fired at by any other Imperial
Guard units in range that have a line of fire.
However, a vehicle that uses a searchlight
can be fired at by any enemy un'lts in their

‘the dark

Smoke Launchers

These carry charges that can be fired to hlde
the vehicle behind a cloud of smoke. Once
per game, after completing movement (no
matter how far), a vehicle with smoke
launchers can trigger them. Place cotton
wool around the vehicle to show it is
concealed by smoke. The vehicle cannot fire
and use its smoke launchers in the same
turn. Any penetrating hits scored by the
enemy in their next Shooting phase count as

smoke d|sperses with no fu_ﬁther_ eﬁ_ect Note
that a vehicle may still use smoke launchers
even if its crew are stunned or shaken.

Track Guards :
Track guards protect the vulnerable track
mechanism of an armoured vehicle. The
vehicle treats ‘Immobilised’ results as ‘Crew
Stunned’ instead on a D6 roll of 4+. This
result applies even if the vehicle has extra
armour-as well.
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An Imperial Guard Armoured Company does
not use the Doctrines detailed in Codex:
Imperial Guard. These are the specialities of
the Infantry Regiments that make up the
majofity of the Imperial Guard’s fighting
strength. Instead, Armoured Companies’ have
their own list of Doctrmea These funcnon in

arr_n_:_es (s_o don't even ask if you can use
them with a conventional Codex: Imperial
Guard army!)

Other than this, the rules for selecting
doctrines for Armoured Companies are the
same as those detailed in Codex Imperial

you_r arr_ny

| TANKS ONLY SPECIAL RULE ~ ,
Waost doctrines refer to tanks. Thisis.
| deliberate, 8o only tanks may use the

- doctrine (so no Sentiels with Crush and
1 for example).

RARE TROOPS

The following unit entries and vehicle types
are considered Rare Troops and may not be
used in an Armoured Company army unless a
doctrine is expended for each type you wish
to include. These unit entries are:

« Techpriest Enginseer

» Salamander Scout vehicle

« Destroyer Tank Hunter

» Leman Russ Vanqguisher

» Leman Russ Exterminator
* = Leman Russ GConquerer

= Griffon Mortar

ORGANISATIONAL DOCTRINES

Siege Regiment

The regiment is known more for its artillery
than its tanks. Tank units must choose -
-vehicles listed in the Artillery Vehicle entry
rather than the Tank Unit entry. The artillery
vehicle Heavy Support entry must be selected
from the vehicles listed in the Tank Unit entry.
Command tanks and Tank Aces must use
Chimeras instead of the stated vehicle
options. May not be combined with the Heavy
Armour dogtrine.

Heavy Armour
The regimem is disdainful cf recunnaissance,

they make use of any Artillery vehscles They
may, however, take Tank Units as Fast Attack
or Heavy Support choices. They are still

limited to 0- 2' per Cnmmand tank or Tank .

Evasive Driving — 10 points per tank
Tanks from this regiment are trained to use
their vehicles to crush attacking infantry. If
the fank is assaulted by infantry having

moved on its last turn then sach model
assaulting the tank takes a wound on a roll of -
4+, Normal Armour Saving throws apply.

Ace sponson gunners —
10 pomfs per tank

Anti-tank rounds — 20 points per tank
The regiment is known for engaging enemy
armour with battle cannons rather than

lascannons. When a tank fires a battle cannon =

at an enemy vehicle it may usea special anti-
tank round instead of its normal shell. Range
is unaffected but, instead of firing like normal
ordnance, a roll to hit is made using the BS
of the vehicle. If a hit is scored, roll 2D6 and
add the weapon’'s Strength as normal for
armour penetration, adding the dice together.
The large Blast marker is not used, but
penetrating hits are resolved using the
Ordnance Penetrating Hits table. These.
rounds require precise aiming so cannot be
fired if the vehicle has moved.

The regiment does not suffer tgemg slowed' by
difficult terrain Its drivers are 'trai'n'ed to avoid
the tank moves 6" or less through d[mcult
terrain it does not have to take a Dangerous:
Terrain test, If it moves up to 12" then it must
take the test but if it has rough terrain
modification it may re-roll a failed test.

Crush and Grind — 15 points per tank
When assaulting enemy infantry the regiment
has no compunction about crushing them
under its tracks. The first unit Tank Shocked
in a turn by a tank with this doctrine will take
D6 S4 hits before resolving the Tank Shock
as normal. Normal Saving throws apply.

Ace Gunners — 25 points per tank
A tank using this doctrine engages targets
with blinding speed and accuracy. Any
shooting rolls of 1 may be re-rolled once.
Addjtinnaiigr it may. re- re’ll the Scatter dice

dice) when firing an ordﬂance weapon.

SPECIAL EQUIPMENT

Improved Sponsons — 5 poinfs per
standard Leman Russ Battle tank
Each standard Leman Russ may select its
sponson weapons from those available to
Leman Russ Demolishers at the points
cost specified there.

Overcharged Engines — 15 points
per tank

At the end of its move a vehicle with an
avercharged englne can try to gu an extra
DJffIGUll Terram test f[rst which it must
pass' to take the extra movement A véhic{e_

disembark at the end of the mave as |t is.
travelling far too quickly to disembark.

'Forge-crafted 20 poinis per runl_(;.

the awner can force the enemy tc re- rull
the result of a single glancing or
penetrating hit. The new result must be
accepted though.

Side Skirts — 15 poinis per tank
The tank crew have added sheets of
plasteel to the sides of their tank to grant
further protection against ranged attacks
(they have no effect against close combat
attacks). The side armour of the tank is
increased by +1 but can never be better
than 13 or the tank's frontal armour.

Machine God’s Blessing —

25 points per tank

The tank has been crafted on an Adeptus
Mechanicus forge world and is protected
by charms and wards set by the
Techpriests to thwart the enemies of
tank’s armour rat:ng such as bright lances,
dark lances and blasters do not have any
special effect against the tank and do not

- amend its Armour Value.

Anti-mag — 10 points per tank
The crew have learned to coat their tank
with anti-magnetic paste. The effect is to
prevent enemy grenades sticking to the
armour. Whenever a grenade (or
meltabomb, stikk bomb etc) causes a

glancing or penetrating hit the tank has a.
Saving throw of 4+ against its effects.

Reinforced Ceramite Armour —

30 points per fank

This vehicle has numerous plates of heat-
reflecting ceramite, giving it extra
protection against melta weapons. Melta
weapons (mcludmg meita bombs) do not.
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IMPERIAL GUARD ARMOURY

A character may carry up to two weapons but only one of these may be a two-handed weapon. Within these limits, a

character may add to or replace any weapons he already has with weapons from the Armoury..Each model may take up
to 50 points worth of wargear but no item more than once. Wargear and weapons must be represented on the model. Full
rules for wargear can be found in Codex: Imperial Guard.

VEHICLE UPGRADES

Some Jmperial Guard vehicles may be fitted
with the following equipment (see the entry
for the vehicle in the army list for details).
Any upgrades taken must be shown on the
model. No duplicates may be chosen for
the same vehicle. Upgrades marked with *
cannot be used by Sentinels.
Armoured crew compartment . . . .20 pts
Camo netting
Extra armour
Hunter-killer missile
Mine sweeper *
Pintle heavy stubber * . ..... ...
Pintle storm bolter * .. ........
Rough terrain modification *
Sedrhlghb U oo e |
Smoke launchers
Track guards *

SINGLE-HANDED WEAPONS
517171 L) R s | 1)1
o] g 11 L e ) 10 pts
Power weapon .. ............... 5pts
(Stormn Trooper Sergeants only)

Close combat weapon ........... 1pt
TWO-HANDED WEAPONS

Boltais: &os o5l s b bt s 1pt
0 L e 1pt
Stormbolter-.................5pt

WARGEAR

BIONICS o s v v sdbraniia v Jpts
Carapacearmour ............... D pis
Fraggrenades ................. 1pt
Honorifica Imperialis ........... 25 pts
(No more than one per army)

Krak grenades ................. 2 pts
Master-crafted weapon .......... 15 pts
Medallion Crimson . ............ 15 pts
Melta bombs . .....ociiiiiv 5pts
i | i SAU ) WS 2pts

' What 1 cannot crush with words I will ﬁ_rush ‘with the
‘tanks of the Imperial Guard!

Lord' Commander Solar Macharins

IMPERIAL GUARD ARMOURED COMPANY SUMMARY
WS BS S T W 1 _A ld Sv RANGED WEAPONS Range St AP Type
Guardsman e TR TR R Y e Autocannon 48 7 4 Heaw?
VeteramSerquant = =3 % N30 L3 e G DL g L5 Boltgun oy 4 5 Rapidfire
Starm Trooper & o B B YA B Bolt pistol 1o 4 5 Pistol
A SN N8 ot S SRS S R Flamer Template 4 5 Assault]
: y Grénade launcher (frag) 24" 3 6 Assault 1 Blast*
- A, frow Swie fear 85 Grenade launcher (kiak) 24° 6 4 Assaulti®
Basilisk 12 10 10 3 s ;
Chithera 12 10 10 3 Heavy bolter 36 5 4 Heaw 3
Destroyer Tank Hunter 14 12 10 3 Heyy Tlamer Templilate o t 'Assgult_j
Griffon A& Sdn i I e L
Hellnound 99 ST g Hsljistor R i
Leman Russ b T 3 Inferno-cannon 24 6 4 Heavy 1/Template™
Leman Russ Demolisher g B b | 8 Lascannon 4 9 1 Heawl
Leman Russ Gonqueror 14 12 10 i3 Lasgunfﬁ_\u_togun 27, L SH - Rapid fire
Leman Russ Exterminator S e ! 3 Laspistol/Autopistol P ~ Pistol
Leman Russs Vanquisher i S R [ Meltagun 12 &8 1 Assault
Salamander Scout Vehicle R 1 S 1) 3 Missile faunctier (frag) 48" 4 6 Heauy 1 Blast’
Missile launcher (krak) 48" 8 3 Heawy1®
Ordnance Baue 3;*- AP_Tipe Mortar 648" 4 6 Heavy 1 Blast
: gatthe 'Zigng:man zg . i g::ﬁn:};;g'm Multi-laser 36 B B8  Heaw3d
- Conguerer ear : ! i i i i e
Demolisher 24 10 2 Ordnance 1/Blast _m““‘ ol 2: £ ; H“W'l st
Earthshaker® 200 9 3 Ordnance 1/Blast L sl S o o T T
Griffon mortar* Gi2-48" 6 4 Ordnance 1 'P'?‘S'T‘a g:un A (= R_amd g
Laser destroyer 72 10 2 Heavy 1/Blast Plasma pistol 2 i piflslt
Vanguisher cannion 96" 8 3 Ordnance 1/Blast Shotgun : ik il -Agsauit-E
Vanquisher ATshell 96" 8 3 Ord. 1; 206 Arm. Pen. Storm bolter 4. 45 Assault2
*These weapons have additional special rules. Seg the vehicle's entry “Consult the Warhammer 40,000 rulebook for more details on these
in the Vehicle Inventory for more details. ‘weapons.
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IMPERIM. GUARD ARMOURED VEHICI.EINVENTORY

‘The Imperial Guard army is not noted for its suhtlety preferring fo smash a nut with a sledgehammer if possible. This approach is
reflected in the design of their vehicles. Tanks of the Imperial Guard are rough, rugged and verv adaptahle Below is the list of vehicles
available to an Armuured Company commander.

Points Front Armour Side Armour Rear Armour BASILISK
100 12 10 10 Type: Tank, open topped.
Crew: Imperial Guard.
Weapons: The Basilisk has an
SPECIAL RULES cannon rules; except that they become Barrage Earthshaker artillery gun and hull-
Indirect Fire: The Earthshaker can fire {ie, Guess range} weapons with a range of 36°- rounted heavy bolter
‘indirectly” at targets it can’t see in the same 2407 (see-page 84 of the Warhammer 40,000 it e isnsdwith £
way as a mortar or Whirlwind, Earthshakers that  rulebook). Note that the minimum ‘guess’ for forrlgifir?q%f;rnEﬁ51?:§§%39\nﬂo:§g§fﬁn$
fire indirectly obey the normal Earthshaker indirect fire is 367 o IR e 20 o T et
missile, pintle heavy stubber, pintle storm
bolter, rough terrain maodification,
searchlight, track guards, smoke
launchers.
The Basilisk may be modified to aliow it
to fire indirectly as described inthe
special rules below, at @ cost of +25 pts

Points Front Armour Side Armour Rear Armour LEMAN RUSS DEMOLISHER
Type: Tank.
Crew; Imperial Guart.

Weapons: The tank is armed with a
turret-mounted Demolisher cannon and
one of the following hull-mounted
weapons: lascannon at +15 pls; heavy
bolter at +5 pts.

Options: The tank may have two side:
sponsons armed with-a pair of one of the
- following weapons: heavy bolters at +10
- pls; multi-meltas at +30 pis; plasma
cannons at 20 pis; heavy flamers at +10
pis.

it may be given the following: camo
netting, extra armour, hunter-kilier
missie, mine sweeper, pintle heawy
stubber, pintle storm bolter, rough terrain
muodification, searchiight, track guards,
smake [aunchers:
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HELLHOUND

Type: Tank.

Crew: Imperial Guard,

Weapons: Turret-mounted Inferno
cannon and hull-mounted heavy bolter.

Options: It may have any of the following:

camo netting, exira armour, pintle heavy
stubber, pintle storm bolter, rough terrain
modification, searchlight, track guards,
smoke faunchers,

LEMAN RUSS CONQUEROR
Type: Tank.
Erew: Imperial Guard.
Weapons: The tank is armed with a
turret-mounted Conqueror cannon and a
‘co-axial storm bolter (counts as-a pintle-
mounted storm bolter). In addition, it
must have one of the following hull-
mounted weapons: lascannon at +15 pts:
fieavy bolier at +5 pts.

All Conguerors have the Searohlight
vehicle upgrade.
Options: The Conqueror may be
upgraded with two side sponsons armed
with a pair of heavy bolters at +10 pts, or
a pair of heavy flamers at +10 pis.
The tank may be given any of the
following upgrades: camo-netting, extra
armour, hunter killer missite, mine
sweeper, pintle heavy stubber, pintle

* storm bolter, rough terrain modification,
track guards, smoke launchers.

ARMOURED COMPANIES

Points Front Armour

Side Armour

Rear Armour BS

115 12

SPECIAL RULES

Inferno cannon: The Inferno cannon fires a
fethal gout of flame over considerahle
distances. lts profile is as follows:

Range Str AP Heavy

24" B 4 1/Template

Points Front Armour

Side Armour

10 10 3

When firing the Inferno cannon, designate a
target unit and place the normal flamer
template so that itis at least partially over as
many unit members as possible. The whale
template must be in range and line of sight.
Rall to hit once, using the Hellhound’s BS. If
you hit, then all models partially or whaolly
under the template are it If you miss, they
are each hit on 2 roll of 4+.

. ‘\,—-‘-‘ 5k

Rear Armour

145 14

SPECIAL RULES

Conqueror cannon; The Conguerar replaces
the standard turret weapon with a shorter
barrelied version of the baitle cannon, firing a
smaller, less destructive shiell. The reduced

recoil allows the weapon to fire along with any

12 10 3

Defensive weaponry, making this Leman Russ
variant more mobile when leading an assault.

Range Str AP Heavy

48" 7 4 1/Blast
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Points Front Armour Side Armour Rear Armour DESTROYER TANK HUNTER
Type: Tank.
Crew: Imperial Guard.
Weapons: The Destroyer is armed with a
hull-mounted faser destroyer (fired using
= the crew’s BS; does not scatier).

Range Str AP Heawy
72" 10 2 1/Blast

&= Options: A Destroyer may have any of the
- foillowing: camo netting. extra armour,
- hunter-killer missile, ming syeeper,
pintle heavy stubber. pinile storm bolter,
rough terrain modification, searchlight,
track guards, smoke launcherss.

CHIMERA
Type: Tank.
Crew: Imperial Guard.

Weapons: The Chimera must have one of
the following turret weapons: multi-laser
at +10 pts: heavy flamer at +10 pts; heavy
b bolter at +10 pts. It may also have either
7 heavy bolter or a heavy flamer mounted
i its hull at +5 pts,

Options: A Chimera may have any of the
v following: camo netting, extra armour,
== hunter-killer missile, pintle heavy stubber,
pintle storm bolter, rough terrain
modification, searchlight, track guards,
smoke launchers.

Transport Vehicle: A Ghimera can carry
up to 12 models (count Ogryns or
models in Terminator armour as two
models). independent characters that join
a unit with a Chimera may also travel
inside the veficle. .

ORI

LEMAN RUSS BATTLE TANK
Type: Tank.
Crew: Imperial Guard.

Weapons: The tank is armed with a
turret-mounted battle cannon and must
have one of the following hull-mpunted
weapons: lascannon at +15 pts; heavy
bolter at +5 pis.

Options: The Leman Russ may be

upgraded with two side sponsons armed

with a pair of heavy bolters at +10 pts, or
. a pair of heavy flamers at +10 pts.

The Leman Russ may he equipped with
any of the following: camo netting, extra
& armour, hunter-killer missile, ;
B mine-sweeper, pintle heavy stubber, pintle 8
~ store bolter, rough terrain modification,
L searchlight, track guards,

Front Armour Side Armour Rear Armour

smoke launchers,
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GRIFFON Points Front Armour Side Armour Rear Armour

Type: Tank, open-topped.
Crew: Imperial Guard. 73 12 i] 10 3

Weapons: The Griffon (s armed with a : . 1 ;

heavy mortar-and huil-mounted heauy SPECIAL RULES with them, a Griffon may fire a Siege shell

bolter. Siege shells: Griffons are used across the instead of a normal round during your Shooting

A Griff 0 s totiouing: Imperium to assault heavily fortified enemy phase. Siege shells are able to breach bunkers
il O_f]dmal':r Gl anyto oy positions. employing a shell more than capable ~ as if they were a strengih 8 weapon,. See the

i'enr;'ﬁ] 'g r“exf:;’ g{f{?ﬂrgfaé u”;t["gﬂrt"k;f?”:o of destroying the toughest plascrete bunker and  Warhammer 40.000 rulehook for more details

hissile, pintle heavy stubber pintle storm shattering enemy defensive lines. If equipped on bunkers.

belter, rough terrain modification,

Searchlight, track guards, smoke

latinghers.

A Griffon may be armed with siege shells

at +5 pis.

EXCLUSIVE FROM DIRECT SALES

The Griffon Siege Mortar is available
only from Games Workshep Direct on
0115 916 40000 and our webstore at:
wwi.games-workshop.co.ukistorefront

" LEMAN FI{EI.ISS VANQUISHER Points Front Armour Side Armour Rear Armour

Type: Tank.
Crew: fmperial Guard.

- Weapons: The Leman Russ Vanguisheris
armed with a turret-mounted Vanguishier grfqﬁ!sAhl:erng%llEescanunn: This weapon has a
?féﬂf] tcsaansngﬂ ?:?t?eanfgu?é?c: zttgm bofter fonger range and, against vehicles, a special
ﬁEJ[IET] n adgition Al ale e anti-tank ordnance shot can be used. Instead of
ik ] ; placing the Blast marker, roll to hit with the
the following hull-mounted weapons: crew's BS. Hit 306 + Strenath f
lasgannon at +15 pts; heavy bolter at +5 b P g it FaHeQULIGE
oI5, armour penetration.
Options: The Vanquisher may be
upgraded With two side sponsons armed
with a pair of heavy bolters at +10 pts, or
a pair of heavy flamers at +10 pts.
It may be given the following: camo
netting, extra armour, hunterkiller
| missile, mine sweeper, pintle heavy
stubber, rough terrain modification,
-searchlight, track guards, smoke
launchers.

175 14 — =1 10
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Front Armour Side Armour Rear Armour SALAMANDER SCOUT VEHICLE
12 10 10 Type: Tank, open-topped, fast.
Crew: Imperial Guard.
SPECIAL RULES enemy forces. lmperial commanders tend fo :f:&zgz;m 23:?'; iﬂﬁ{f{n’gﬂgﬁ ﬂ],g:\?;
Souped-Up Engines: Because they operate so.  Overlook such breaches of regulation given the bolter.
far in front of the main units, the crews of dangerous missions lightly equipped scout My
| Salamander Scout Vehicles often overcharge units often have to perform. Options: A Salamander may have any of
[ the engines of their vehicles in order to makea A Salamander Scout Viehicle's souped-up ;he Ig"i‘]“lg‘gn‘::g}g ”it.grfgs' fggriarmﬁt‘j;‘
swift escape should they eacounter strong engines make it a fast vehicle. UTMErIgIeT Misae, TIING SWethey 1
i ] heavy stubber, pintle storm bolter, rough
: terrain modification, searchlight, track
guards, smoke [aunchers.

Side Armour Rear Armour LEMAN RUSS EXTERMINATOR
14 Type: Tank.
Crew: Imperial Guard:

; Weapons: The Leman Russ Exterminator
is armed with a turret-mounted, twin-
linked autocannon. It must also have one
of the following hull-mounted weapons:
laseannon at +15 pis; heavy bolter at +5
pts.

Options: The Leman Buss Exterminator
may be upgraded with two side sponsons
armed with a pair of heavy bolters at +10
pis.

It may be given the following: camo
netting, extra armour, hunter-killer
missile, mine sweeper. pintle heavy
stubber, pintle storm bolter, rough terrain
modification, searchlight, track guards,
smoke launchers.

EXCLUSIVE FROM DIRECT SALES

The Leman Russ Exterminator is
available only from Games Workshop
Direct on 0115 916 40000 and our
webstare at: www.games-
workshop.co.uk/storefront
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George Dellapinn has painted up yet
another fantastic army. As he’s not only a
brilliant modelles, but also a very good
Warhammer 40,000 tournament player, we
got him to explain how he employs his
Imperial Guard Armoured Company to best
effect using tactics based on modern
armoured warfare.

George: I've painted this army to go with my
Steel Legion force which | recently took to the
‘Mayhem tournament. Together they form a
‘mighty army of 4,000 points. Many units are
usable in both armies, so I've put this 2,000
‘points sample army together from the wide
range of troops available to me. This isn’t the
only way of constructing an Armoured
Gompany army, but | think it only fitting that
it's comprised mostly of tanks.

For an Armaoured Company, more perhaps
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than any other army, set-up is very important.
You need to keep your tanks safe, make sure
they all have effective lines of fire, and that
they can manoeuvre.

To this end, it's a good idea to keep the
enemy back so | tend to set up the
Demolishers as far forward as the scenario
will allow. This keeps the enemy back away
from my troops, allowing me to pound them
with the battle cannons on my other tanks,
and also ensures that the Demolishers’
cannons get within range relatively rapidly.
This might seem risky, but their high armour
and the fact that there are two of them should
make sure at least ene of them can unleash
its devastating firepower every turn.

The other tanks are generally organised into
two groups of three, with the Command tank
and Commissar tank (this counts as a Tank

Ace) each he‘adingiup 4 pair ti:-f L’erhaﬂ-Rus.s.
These tight grnup's can 'advance by the tanks_

covering fire, though ['ll often just leave them
-at the back of the table where I can make
most use of the battle cannons’ long range.
This is especially true of the group led by the
Command tank, as | have to keep this out of

‘harm’s way. It's an easy 320 Victory Paints

for the enemy otherwise!

The two Tank Ace Vanqmshers ng back and. .
hunt enemy armour with their long-barrelled
Vanquisher cannons, while the Sentinels can -
take shelter behind either a tank task force er
a Demolisher, popping out to take shots at
tough targets.

The only real danger to the army are tank- .
hunting assault troops. You've got to keep _
your army at Ieast 12" away trom infantry or




‘you're in trouble; so watch out for infiltrating.
and deep striking units. Should | encounter
such threats, I'll sacrifice my'Se
them as a ‘speedbump’ so
can retreat while the other tanks _

Big things with wings, like Hive Tyrants and
Greater Daemons. are especially dangerous.

have to sacrifice a tank, and then shoot the
threat as many times as possible. Though
they're great weapons, sometimes you have
to be prepared not to fire your bartio

th mugh enemies is to
s many Saving throws as

sponsons. The
make them take

possmie Even cr mres t|ke Wra:thtords Wil

now move and. fire ther ali

' HQ i
. Command Tank i
| Leman Russ Vanquisher .....

320 ms
Lascanmon. Machrne God's Bfessmg dozer
blade.

CELITES
| Tank Ace {GCommissar)

Leman Russ Congueror
Three heawy bolters; Machine Gods

| Blessing.

ITE!I'I]( Ace
[ Leman Riss Uanqursher W
. Lascannon.

\E"lhnk ﬁr.e

| Leman Russ Vanquisher ...........
i Lascanneﬂ.

. TROOPS

Leman Russ . a5h

1 Thrce heaw boiters dozer biade,

 WARMAMMER

10000

Leman Russ . s
Three heavy Bellers dﬁZEI’ biade

Leman Russ Exterminator

.Three heaw borters dozer-blade.

FAST AITACK’
Sentinel ..o,
Lascannon.

Sentinel

lLascannon:

HEAVY SUPPORT .
Leman Russ Demolisher
Two plasma canfons, heam,r bolter, extra:

Sy mour. dozer talade

Leman Buss Bemollsher cerieenn 175 pls

Twin plasma cannons, h_eaw bolter, extra

armour, dozer blade >

2,000 pts




Commissar Tank

lan Strickland fakes us through how he
converted his Leman Russ fo be a fitting
- transport for an Imperial Commissar.

lan: | buiit this tank'tu take p’ar’t ih'a

|nsp|ratron !or a Games Workshop fana‘[lc like
me, it’s a great-opportunity to go nuts with all
that metal and plastic that you accumulate.
My force af the time was dominated by
infantry, but | was adding armoured elements
to it constantly. A Commissar adds a bit of
‘extra character to my armoured division,
‘especially when mounted in'an aptly named
Exterminator. So was born Commissar Viktor
Kessler, riding in his tank 'Venger'.

Planning ahead is always wise. Before
constructing the turret, | realised I'd need
something to:attach Kessler to, so | covered
the underside of the turret hatch with card.
Most people use plasticard, but cereal packet
works just as well.

After | constructed the basic body of the tank
I scored some dents into it with a file. |
sometimes add bullet holes with a drill, but |
don't tend to go overboard — you don’t want
the vehicle to look like it's ready for the
scrapheap.

This is not the heavy stubber from
the Tank Accessory sprue, but one |
made myself from various pieces in
my bits box.

The Commissar is the classic madel
with a power axe. [ sawed him in two
around the middle of his sash. | also
removed the axe as | though he
would ook a bit daft waving it
around from the top of his tank. Now
he appears to be punching the air,
shouting devotional litanies as he
spurs the troops on to victory!

The cherub at the rear of the tank
was taken form the top of a
Warhammer Empire banner pole. |
use a lot of these small gothic
elements on my tanks as they play up
the Warhammer 40,000 mythes, and
are especially appmprfafe for the
tanks of heroes. In this case, the
statue could represent the tank's
Farge World of on‘gfn or the mark of
the Artificier who created it
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As | wanted the tank to look more
heavily armoured than the ‘rank and
file’ fanks, | added the small armour
plates from the Hellhound kit to the
sides of the turret

The larger Cherubs on the side are
later additions from the Sisters of
Battle Tank sprue. | initially buift the-
tank before these were available,-
but when | saw them | had to add
them to ‘Venger' Models are.only -
finished when you say they are!



Prmo uwh Basilisk  [Crue

; I;hkm; WOKS iR Warh:tmr rWorld. He's a
By Nikos Thaﬂﬂpﬂ ous . : “talented modeiier-and has added lois of
| bits to represent various vehicle upgréde‘s
| toithe Basic tank. Most impressive is the.
| gun shield, which he made-out of
plasticard. This requires a lot of skifl. =
thotgh Farge Werld also make a coliple.
He used pieces from many other kits,
notably the Chimera, Rhino and Land
. Raider, to give his Basilisk a sfightly more
hi-tech look: ;

i : i Lol

P L eman Rusg Yanquisher

'-Garethu fnrthe Specialist Gar q i ek 4
i stidib, He's mad about tanks, and has &' By Gareth Roach :
' large Impenal Guard Arntoured Company.

| The turret is one of Forgeworld's. .and in

| fact they de a few versions of the

| Vanguisher turret, though you can:make’

| yourown by extending thebarrel of a -

| standard Lemar Russ with plastic tubing.

- The crewman in the hateh isong of
B sewrai available from Games Workshop

: chstore. Like on the

-Basilisk above the camo netting is

.made from bandage coated
1N a PYA wood glue!
[ water mik.

\
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The Executioner is one of many
variants of the Leman Russ battle
lank made by Forge World,
Details of these can be found in
Imperial Armaur volume one.

fidaly!) way to add extra detail to
tanks, though applying them can
be a bit of an art. Use a
paintbrush to lift them from water

. they are soaking in. Give them a
coat of Gloss Varnish before
spray varnishing the whole tank
‘to prevent them ‘bubbling up’

Four of the tanks featured in this army list
-are available exclusively from Forge World -
the Salamander Scout Vehicle, The Leman
Russ Congueror, The Léeman Russ
Vanquisher, and the Destroyer Tank Hunter.
-enormous range of brilliant tanks, aircraft
-and accessories Forgeworld produce for the
Imperial Guard.

Chief among their products are the Imperial
Armour books, volumes one and two of
which are now available.

Volume one covers the equipment of the
Imperial Guard and the Imperial Navy, and
provides rules and datafaxes for many of the
Guard and Navy vehicles that Farge World
have thus far created allowing you to field
them in your games. It also sports a host of
rules that add an extra level of depth to your
games of Warhammer 40,000. These
include rules for alternative shell types;
super-heavy vehicles and flyers. At the rear -
of the book is an-army list for Imperial
Guard Armoured Battle Groups, while the
book’s 288 pages are liberally illustrated
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Thin brass wire is great for making
realistic aerials for your vehicles.

This-Vanquisher has an aftarnative
Mars pattern hull: Both turret and hull
are available from Forge World.

with literally hundreds of colour pictures,
cutaways and technical schematics.

Yolume two of Imperial Armour is similarly
large, containing 256 pages on the -
armaments of the Adeptus Astartes and the
various branches of the Inquisition, again full
of hundreds of pictures. With tons of
background and information that's invaluable
to any player, both books are the ultimate in
Warhammer 40,000 vehicle reference.

Find out more about Forge World's range of
products for Games Workshop’s games
systems, including a vast array of tanks,
turrets and tank upgrades by visiting the
Forge World website.




Adeptus Mechanicus Enginseer

i ; . Denmark. L kr 5000
This blister contains 1 random Swadan }

Adeptus Mechanicus Enginseer. R

£20

: A SR S et Denmark . kr 25000
This boxed set containg 1 plastic Leman Russ Battle Tank. Siveden . kr 30000

Euro 3500

Leman Russ Battle Tank

Chimera - £18
Denmark.. #t 225 00
oW kr2ro0

This boxed set contains 1 plastic Chimera.

£25

B T r e ; . Denmark,, kr 30000
This boxed set containg 1 plastic Leman Russ Demolisher. Suedhn - & 350,00

Leman Russ Demolisher

Euro. ol €40000
Hellhound Tank £20
This baxed set contains 1 plastic Hellnound Tank. : m‘? gggg'gg

Eur... L4000

Models shown at 75% actual size.
| 7
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- Basilisk - %20
ey ..k 25
“This baxed set containg 1 éﬂg?:; ;303%

plastic Basilisk, Eurg..........&35.00

Imperial Guard Sentinel £10

Demmark -.kr 125 00
This boxed set contains 1 guuien ke 15000

plastic Sentmcf Eur ... BT L

own un UL Impcﬂal Cuard "xrmoun_d (.nmpan\r ccmplctt wzth
characttrful models suuh as tank crew and Strwtor:, for your Enginseers. -

BASILISK TANK CREW 2 BASILISK TANK CREW 1 IMPERIAL TANK DEMOLISHER TANK STEEL LEGION SENTINEL IMPERIAL TANK CREW 2.
9947010512702 £2.50 9947010512701 £2.50 SOMMANDER COMMANDER AERIEL 9947010513401 £2.50
- 9947010512501 £1.50 9947010505301 £1.50° 9947010515101 50p

EXTERMINATOR SAND BAGS.
9947010513203 £1

SERVITOR 2 - " SERVITOR 1 EXTERMINATOR TANK CHIMERA TANK RIDER 2
9947010701702 £3 9947010701703 £3 CREW - .. 9947010512606 £2.50
9947010513202 £2.50 LT

IMPERIAL TANK CREW 3
9947010513402 £2.50

DEMOLISHER ENGINE CHIMERA TANK RIDER 1 CADIAN SENTINEL PLATE IMPERIAL SENTINEL IMPERIAL TANK GREW 4
COVER: 9947010512605  £2.50 994701 0516802 50p POWER PLANT 9947010513403 £2.50
994?010595504 £2 9947010516706 £2 - : . 9947010509003 £2.

Iy
i

CADIAN SENTINEL PACK - STEF_L LEGION SENTINEL SIGHT  CHIMERA TANK DRIVER EXTERMINATOR TANK TANK LASGUNS . KIT ROLL 1

9947010516807 50p 9947010515104 9947010512607 £1.50° LEEEMANDER 9947010512502 £ 9947010512503 50
B PRI 1, 2ATOTGRISEE, 9947010513201 £1.50 A eelgeal i
Pricts qpated ara for prodicts sokd by Gumes _iv_n;pcs_nnp_mmugnascwn stores, eatalvgue nr websits: Prices Towect at e of boing 1o print | retalrs are espansibé for theif un prices: Modsis shown a1 80% actual sz

Madels supplied and unpamtag, All id S0 EOrrRCL a' fime ol going in Dless
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WILL OF IRON

CHRISTIAN BYRNE COMPLETES HIS TOURNAMENT ARMY WITH A POWERFUL DREADNOUGHT

hristian only has o
Cshon time before

he takes his new
Iron Warriors army out
onto the fournament
scene. This month sees
his army completed,
while his brutal
education in the art of
war continves as
Vathek and his evil

hand take on the Black Legion, Speed

| " Freeks and the Dark Angels.

Christian Byrne

| Christian: Welcome to the final instalment of
Will of Iron — my journey into the world of

© Warhammer 40,000 tournaments and

tournament armies. It's become a real,
- sometimes gruelling, mission to create this
- unigue yet cohesive army, but the challenge

I was worth it, particularly now the whole force
|| 'sits on a table in front of me and | am full of

the satisfied hobbyist's glow. The project has
- covered all bases of the Games Workshop

hobby. Not only has there been the

. converting and painting of the army, but also
| the playtesting of the list and the creation of

L Y

backstory {something my competitors can
look at to get an overall impression of
Vathek’s history and mission). But of all the
elements it has been the playtesting that has
proven to be the most eye-opening part of
the whole venture.

| have had to come to grips with a few
realities about how to play. I'm more of a
painter than a player, not a bad thing, as
that's the part of the hobby | enjoy the most,
but | have a very one-dimensional view of
how to play, and my other armies are very
assault driven. My Black Legion and my Word
Bearers may not be full of Berserkers, but |
really do enjoy mixing it up in the Assault
phase, so | max out on close combat troops
and Daemons. This style of play also means
I'm not too fussed who wins as long as
there’s a good scrap. Of course, there's
nothing wrong with this, as that's what
Warhammer 40,000 is about! But this focus
on assault becomes a problem when playing
with a shooty army like the Iron Warriors. As
‘much as I've been developing a new style of
painting, I've had to begin to think about a
more long ranged style of play. This means

ﬁ‘ - | The Dreadnought Dakroth lumbers forward in advance |

of the main body of Vathek's forces.
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not always going for the throat, something
that's taken me a while to get used to.

THE STORY CONTINUES

Like wolves attracted to wounded prey, the
Iron Warriors have homed in on a distress
signal from an Imperial facility on Hierodon
VI. Once they make planetfall, Vathek orders
his men to form a convoy before he embarks
aboard his Rhino. A few hours later, one of
his scouts reports that the facility is in sight,
but there is something else...

This ‘something eise’ could be anything. The
backstory gives a reason for Vathek to be at
war. Now, with a bit of imagination, every

‘game is a stage in the army’s history — part

of a fluid narrative that develops real
character within the army. For me this makes
the whole hobby more fun. The Imperial
installation could have been attacked by any
race for all kinds of reasons. It may even be a
trap for Vathek set by a rival Chaos Lord, who
knows? The only way to find out is to play.
Now Vathek and his men must face whatever
caused the outpost to send out the signal on
the tabletop.
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CHAOS SPACE MARINES
The last squad in the army fills an anti-

armour role, specifically designed for taking

down power-armoured troops at medium

range. Hence they are armed with plasma

guns and the hideous Kai Gun. Conversion-

wise these. guys are as mixed a bunch as the

rest of the squads, each looking different

from his comrades. With this squad | decided

to go with a unifying theme that sets them

apart from the Chaos Space Marines in other

squads - each one (besides the Aspiring .
Champion) would have their helmet
faceplates painted the same colour as the
armour frim.

e e A I TR T AT UR ANY :'&‘nﬂ#
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The first Chaos Space Marine uses the
hottom half of the archive Space Marine
dressed in Crusade armour (always save your
off-cuts, some of these Iron Warriors use
parts that | kept over from the previous two
articles). It was easy enough to file down the
leg piece to fit neatly with an Iron Warrior
torso. The rest of the components are
straight off the Chaos Space Marine Sprue.

R N A S e

by s

| just had to make number 2. | have loved the
Mark 6 style helmets ever since the original
plastic “beakee” Space Marines were released
for Rogue Trader. Everything else is standard 0
kit. Chaos Space Marine number 3 uses same

Chaos shoulder pads and one of the bolt gun

arms from the Iron Hands. The body is a

Space Marine and the head is a Chaos Havoc
head. Number 4 uses the final Iron Warrior
variant head with a mix of Space Marine and
Chaos Space Marine parts.

Number 5, the first of the plasma gunners, is
another of the those archive Space Marine
bodies, this time the Maximus variant. | used
the whole body this time and made a few
additions, namely the top knot and the
chainmail that hangs from his armour. The
chainmail was the most difficult to create,
being cut from the Aspiring Champion front
armour plate and then filed down to fit. Chaos
Space Marine 6 uses a head from the classic
Chaos Raptors with the horns turned up. The
rest of him is a plastic Chaos Space Marine.

R )
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The last model, 7, is the Aspiring Champion
of the unit and was a bit of nightmare at first.
The Kai Gun is described as an archaic heavy
bolter. Easy enough, but what | wanted was
to make it look as if it was hard-wired to the
Chaos Space Marine. Some of my initial ideas
really didn’t work at all well. For instance, at
one point he had a servo arm with a double
barrelled heavy bolter mounted on it and it
looked terribie! | settled on using another
Iron Hand bolt gun arm (which looks hard-
wired into the gun), with a cut down Chaos
Havoc autocannon, which | clipped and filed
until it fitted intu p!ace The rest of the mode[

e
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with the addm_o_n u_f a bionic Iron Hand leg,
again left over from a previous conversion.
Finally, I pinned a top knot from the new
Warhammer Chaos Warriors to the head from
the Space Marine Command sprue.

132 =57 e et e S e s S R I e e T
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CHAOS DREADNOUGHT DAKROTH
Dakroth was once one of Vathek's most able
‘Aspiring Champions, favoured by his lord for
his willingness to take the fight directly to the
enemy. One encounter led Dakroth into
mortal combat against a Space Marine
Commander who promptly brought Dakroth’s
aspirations to a very sharp, energy-sheathed
end. After the skirmish had ended Vathek
took the barely alive fallen champion and

| incarcerated him within a salvaged Imperial
Space Marine Dreadnought. Since that time
Dakroth has continued to serve his master.

Building the head: | wanted Dakroth to have a face, looking somathing like he might
have had when he was still a man. To this end | filed down oné of the heads from a
Defiler as this looked very Iran Warrior-esque. Using Green Stuff | fitted it to the front
part of the Imperial Dreadnaught and filled in the eyes. | ran about half a dozen lengths
| of guitar wire from underneath the head into the lower part of the sarcophagus where |

had drilled holes for them. Then | used part of the flail from the Defiler o form a
gorget, and filled in the under section,

L Painting the head: Dakroth is just a big
Iron Warrier so | painted him like the rest |
't of the Chaos Space Marines. | must
| admit | was very satified with the end
- result as he seems to have a cold
merciless look about him, his eyes
having a character all of their own.

Dakroth is obviously modelled on a Space
Marine Dreadnought, but he also uses Forge
World paris, namely the preheresy power
claw, the plasma cannon and the spikes on
the top (left over from the Chaos Rhino extra
armour upgrade kit). The Smoke launcher

. and the hook on his plasma gun come from

. the Chaos Vehicle sprue.

Plasma Cannon: | wanted the gun to
look like it gets hot, so | applied charring
to the end of the barrel. This is achieved
by first drybrushing Tin Bitz, followed by
drybrushing Chaos Black. | used this
technique on all the army’s plasma guns.
For how to paint the gun cells, see below.

Power Claw: This is painted
in much the same way as
everything else, however |
concentrated the highlights
Bl around the sharpened

| edges of the claw to make it
| look nice and deadly.

First | painted the entire area

Hawk Turquoise. | made-sure |
covered the area completely,
painting right into the recesses.

Start by painting a base colour over Chaos Black (I've used Red Gore in this
instance). This technique requires some blending, so you have to water the paint
down somewhat.

- Use a'50/50 mixture of the first colour and a second complimentary colour

’

(normally a yellow or white), I've used Bad Moon Yellow. Start on the left side and
blend inward a third of the way.

Once dry, go over the left hand rim again with pure Bad Moon Yellow. You might
- have to go over a few times until this colour is bold enough to stand out from the
mixture from stage 2.

On the right hand rim side use black and blend into the Red Gore, again, one third

much easier.

Use a small dot of Skull White in the black area, this represents a reflection of
some kind of distant light. Finally, apply a coat of Gloss Varnish to add that bit of
exira shine.

96 WILL OF IRON

i
F

) The first highlight is a 1:4 mix of
.. Hawk Turquoise and Skull White.
This was laysred on to leave the
previous colour showing through.

o Using a 1:2 blend of Hawk
. Turquoise and Skull White, |
went over the area again, leaving
the previous layers showing.

/1 The final highlight is Skull White.
" After | layered this on, | used

some Gloss Varnish to make the

cells appear glassy and transparent.
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RUNNING THE GAUNTLET {AGAINI)
Since last issue I've-been boldly venturing
forth and testing some of my new tactics.
After last month’s drubbings | dropped some
of the Chaos Space Marines from the squad
featured in this issue. These extra points |
used to upgrade Vathek, Originally he was
only going to be used in a defensive role, but
over the course of a few games it became
apparent that he was primarily being used to
attack rival assault units before they could do
too much damage to some of the more
fragile troops in my army. This meant
upgrading him to a lord so he could legally
have a couple of extra things, like Daemanic
Resilience (when coupled with the extra
Wound from being a Lord this made him far
more resilient) and mastercrafting his power
weapon. Both of these upgrades proved
helpful in the next series of games. But there
were also disadvantages to losing those extra
Chaos Space Marines, as you will see.

Game 1: My Black Legion

| decided that | should try to play against
another Chaos Space Marine army, so | asked
tournament veteran Paul Scott to make a
1,000 point army using my Black Legion.
Thers is-only one thing | can say in respect to
this game: “Oh my word.” The Black Legion
went first and that was the beginning of the
end, really. A well placed battle-cannon round
from the Defiler biew away most of the
Havocs and immobilised the Basilisk. His
Dreadnought used its plasma cannon to burn
a great big hole in the squad featured this
issue. Then my Dreadnought went nuts.
Denied line of sight to the enemy, it decided
ta vaporize the rest of my already damaged
squad. | had to laugh, it was after all a
hilarious opening and pretty much put victory

out of reach. But | continued. Vathek and his

squad sped out to head off the advancing
Black Legion Rhinos, hopefully getting close
enough to the enemy Dreadnought to knock a
hole in it with the Champion’s powerfist. We
had a bit of skirmish in the centre, the
Dreadnoughts destroying each other in
spectacular fashion, but by Turn 4 it all
caught up with me and | had to concede. |
had been massacred and was beginning to
think that the Iron Warriors were cursed.

Game 2: Owen Rees’ Dark Angels

| put the terrible defeat of the last game
behind me and decided to play an
experienced Space Marine player. Owen's a-
tournament player and has been playing with
his Dark Angels for years. | decided to try
and set up to take maximum advantage if |
got Turn 1, | also needed to get rid of his
Vindicator quickly. Unfortunately | didn’t go
first. Initially my casualties were light but this
didn't last long as | was outmanoeuvred and
outnumbered. | would also say that | was
unlucky, my dice rolls were below average
and this worked to increase my losses and
decrease Owen’s. Good game though, | will
need to be careful of being outnumbered by
power-armoured opponents in the future,

Game 3: Guy Haley’s Speed Freeks

Guy and | decided to give the Iron Warriors
another go against the dreaded Speed Freeks.
This time, however, they came in greater
numbers. After the last two games | decided
to take my tactics a little more seriously. After
some serious thinking, | decided to deploy in
a wide arc with my Infiltrators on the far
flank. With the exception of my Dreadnought,
which works well up front, | held the rest of
the army as far back as possible. This game

went differently, the law of averages swung
back to the middle ground, and all of a
sudden my luck went from shocking to
reasonable. The Iron Warriors began to dish
the punishment out as | knew they could,
destroying enough of the Ork’s vehicles to
slow their advance to a manageable level.
Each part of the army worked well, not
brilliantly, but just as | expected they would. |
used Vathek to intercept enemy units that got
too close and the Kai Gun squad proved to be
a real nuisance for the Orks. In hindsight |
was happy that my selections for this army
were beginning to work out, but there were
still a few problems. | should have deployed
the Basilisk right out on the flank, far away
from the main fight, not behind my main
battlegroup as | did. | could have changed my
Minor victory into a Major one if the Kai Gun
sguad had had two extra men, as it would
have been over half strength at the end of the
game and gained me an extra table quarter.

WHAT’S ON THE HORIZON

I've got to keep on practising now the army
is finished. I'm happy with the learning
experience, not only am | having fun and
learning about a new army, but I'm also
becoming a much better player.

I'm already thinking about expanding the
army to 1,500 points (Grand Tournament
size). So far | have decided to include
Obliterators, but | haven't thought of any nice
conversions yet. What | have thought of
though is a really heavily converted daemonic
Vindicator, a centrepiece for the army that
will also be a scary prospect for my
opponents. This is all in the future though;
before then | have my first Conflict to fight in.
Ill let you know how | get on later.

After three months work, the lron Warriors
are all finished and ready for war:
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THE GOLDEN DEMON

EXPERIENCE

Golden Demon hopeful Jonathan Carter shares his experiences of last year’s event

% Games Day is about far
' more than just fun-

| filled action-packed
| gumes. For a start
there’s Golden Demon,
Gumes Workshop's
premiere painting
competition , drawing
talented painters from
across the globe.
Jonathan Carter has long yearned to win a
prized Golden Demon statuette, but thus
far it has proved elusive. Here he recounts
his experiences at lust yeoar's Games Day.

Jonathan Carter

Jonathan: Hobbyists involved with Games
Workshop tend to fall into one of two main
categories — either painters or gamers. | like
to think | fall into the painter group as I've
been involved with Games Workshop for
about 15 years and have attended more
Games Days than | care to admit. For me the
highlight of the whole event is the Golden
Demon painting competition,

I've entered this competition many times with
varying levels of success. In the past | have
always tended to concentrate on one category

-and generally I've done quite well, making it

to the second round. Although | feel that the
miniatures that | have painted for the
competition have improved over the years,

unfortunately so has the overall standard of

everybody else’'s miniatures! This can be a
little frustrating at times, but the hunt for that

GOLDEN DEMON CATEGORIES
The full details of Golden Demon 2004 were
previewed in White Dwarf 295. Here's a quick
reminder of this year's categories.

CATEGORY1
Warhammer 40,000 Single Miniature

CATEGORY2 _
Warhammer 40,000 Squad

CATEGORY 3
Warhammer 40,000 Vehicle

CATEGORY 4
Warhammer 40,000 Monster

CATEGORY 5
Warhammer Single Miniature

THE GOLDEN DEMON EXPERIENCE

hard to get hold of Golden Demon keeps me
coming back year after year.

Following 2002’s event, | decided to adopt a
very different tactic for the 2003 Golden
Demon — blanket bomb the whole event,
entering as many categories as possible. As
always | had grand plans for the conversions
‘of the miniature | would do for the
competition, but work and other
commitments seemed to get in the way of
these plans and my girlfriend didn't seem to
agree that Golden Demon was the most
important thing on the calendar.

By the time the event was looming | only had
10 models finished or nearing completion.
This meant that | would only be able to enter
four categories, still not a bad effort,
considering. The first miniatures that |
completed had been inspired by Games
Workshop artwork from rulebooks. | would
be entering the Warhammer Single Miniature
category with a converted Witch Hunter

based on a picture in the Mordheim rulebook.

The Witch Hunter was constructed from
various miniatures; the body of a Bretonnian
Grail Knight on foot, the head from a Dark
Eldar with copious amaounts. of fuse wire,
Green Stuff and some leftovers from my bits
box. For the Warhammer 40,000 Single
Miniature category | would be entering a
female Daemonhunter. | thought this was
quite apt as | was hunting a Golden Demon
myself — although I'm not female... This

CATEGORY 6
Warhammer Regiment

CATEGORY 7
Warhammer Monster

CATEGORY 8
Duel!

CATEGORY 9
Diorama

CATEGORY 10
Large Scale Model

CATEGORY 11
The Lord of The Rings
Single Miniature

Daemon huntress conversion was based on a
picture.in the Daemonhunters codex and
utilised a Sister of Battle Canoness body and
the head from a Mordheim Sister of Sigmar.

The rest of the miniatures | entered were all
taken from my ever-growing Imperial Guard

‘army the 101st Ganymede Steel Legion, ‘The

Screaming Eagles'. These were a new _
Command group for the Warhammer 40,000
Squad category and a Sentinel.

Jonathan's Daemon huntress.

Despite being forced to reduce my plans for
total Golden Demon domination, the weekend
of the event came round quickly. In the early
hours of the 14th September 2003 | was still
furiously painting, making that last minute
‘touch up’, which ended up being more like a
repaint. So, following an all too brief sleep
and copious amounts of caffeine,

| was ready for the long journey to the
National Indoor Arena in Birmingham.

Like many other hobbyists from across the
country | descended on Birmingham at

-around 8am, only to find that long snaking

queuss had already begun to form around the
arena. With a sense of nervous anticipation |
joined the back of one of these queues and
waited patiently with my precious cargo of
models. There's a real feeling of camaraderie
in these lines as you wait to enter the event
with hobbyists happily chatting about the
models they are entering and swapping hints
and tips for next year. As time passed and
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Games Day 2003 got nearer, the anticipation
and excitement began to rise to fever pitch
levels. Then, at 9 o’clock, the floodgates
opened and we charged into the lower hall.
The Games Day had begun.

The only problem I've found with entering so
many different categories is the amount of
administration cards and paperwork that you
have to fill in. To see your models make it
through to the next round, always makes up
for this in the end nevertheless. What seemed
like an age had passed by the time | had
finished scribbling away, but I was finally able
to enter my miniatures. Though the new glass
cabinets for the Golden Demons were a real
improvement — you could really see the
miniatures to best effect — there seemed to
be a feeling that the level of the shelf and
position of the miniatures may have had an
effect on the judging. | disagree, because
when you look at all the lovingly painted
models you could see the massive task that
the judges faced, not a job | envy!

With my entries safely in the hands of the
judges | was safe to go off and see what
Games Day 2003 had to offer. | never really

felt that | got to see all that much of the arena

as | seemed to spend most of my day
returning to the lower hall to check on the
progress of my miniatures. With Golden
Demon having moved to the lower hall, the
long journey back down down the long, dark,
foreboding staircase seemed to increase all
those anxious feelings that you have about
your figures. This was exacerbated by the
hordes of other painters, all wanting to check
on the progress of their miniatures, all
looking for that all important green sticker
which signified that you had made the grade
for the second round.

At around noon the first round of judging was
over and | knew which of my miniatures had
progressed. Unfortunately the results were
not what [ had expected. The Sentinel and the

A Witeh Hunter based upon the cover of the
Mordheim rulebook.

WHAT'S IN STORE FOR 2004
Another year has almost gone and Golden
Demon 2004 is fast approaching. As normal
my grand plans for my entries have almost
come apart! Following last year's
competition | had planned fo paint the
Lucius Pattern Baneblade Tank (produced by
Forge World) hoping that the size of this
mighty vehicle might catch the judge’s eye.
Unfortunately, during the year shiny new
models have come along, leaving the tank
sitting half-painted on my paint station,
abandoned in favour of a squad of Imperial
Guard Rough Riders These miniatures are
heavily converted Guardsmen and women
on motorbikes which are made from a
variety of different parts including Dark

Eldar jetbikes, missile launchers and
heavy stubbers. Some of these have
side-cars added to them to
accommodate special weapons for
the squad. These models fit in
really well with my Steel Legion
force — the Ganymede

Screaming Eagle and are

looking good. Or they would if

I could finish them! A source

of new temptation has

arrived in the form of the

Sisters of Battle. These

female warriors are now

leading me astray; the

Witch Hunter that |

entered into last year's

competition potentially being joined by a
squad of Seraphim. Again these models will
probably be converted with some of the
heads from the Sisters of Sigmar models
from the Mordheim range to give them
some variety.

As usual, I'll probably try and enter at least
two categories, meaning that, aiso as usual,
I'll end up rushing some of them! But as I've.
found out so many times over the years of
entering Golden Demon, it only takes one
new release model to catch my eye and all
my plans will change yet again.

One of Jonathan's Screaming Eagle Rough Riders.

staff to clean up the devastation that was

Warhammer Witch Hunter had progressed
Games Day.

yet the Command squad, which | felt was my
strongest entry, and my Daemon huntress

were out. Games Day and Golden Demon 2003 was

anothar event to remember. But within days
of it ending, | was already finishing off my

The next two hours passed extremely
plans and schemes for my entry for the

slowly as | anxiously waited for the final
judgements to be made, mayhe this year |
might make it...

am | going 1o enter next year? WeH | think
| will have to try another tactic — I've tried
both guality and quantity so perhaps

size matters. ..

GAMES DAY 2004

Gomes Day runs from 10am to 4pm
on Sunday 3rd October 2004 af the
National Indoor Arena (NIA) in
Birmingham.

By half past two it was all over. The
judgements had been passed and | knew the
damage. Once again | had made it into the
second round but that Golden Demon
statuette still eluded me. | was pleased with
my overall performance in the event, getting
a vehicle and a single miniature through to
the second round showed that my pamtmg
was of a good all round level -

achievement in itself. However i stm felt
slightly frustrated at not having progressed
any further. The rest of the day was therefore
spent plotting next year's models. | even went
as far as to purchase the core components
for the next competition!

Tickets are on sale for White Dwarf
subscribers and Store Club members
from June 5th 2004, and go on general
release from July 3rd 2004,

As the Golden Demon painting awards were
announced and presented to the winning
painters my previous late night began to take
its toll (congratulations to Jacob Neilson this
year's Slayer Sword winner). Totally worn out
| made my way back to my car for the long
journey home, leaving the Games Workshop

Tickets cost £20. Order your ticket by
calling Direct on 0115 916 40000.

An entry form for Golden Demon cun be
found in White Dwarf 295.
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The Games Workshop hobby tukes many
forms — playing great games of Warhammer,
Warhammer 40,000, The Lord of The Rings or
one of our other games systems, converting
and puinting miniatures or collecting and
refining o powerful army.

Your local UK Games Workshop hobby
centre is the perfect place

to try all these things, as well as geffing
expert advice from our staff. Here's a look

WHAT’S
IN STORE
FOR YOU?

at all the different services your local
centre can offer you...

A Games Workshop hobby centre is more than just a shop...

FREE GAMING AND TACTICS ADVICE

Al gur stalf ane gaming vedamns (aller all s what shay-to for a lhing’) They can gve you-sound
Iactival advice, help you bulkd battie-winning aimias Brd ciar up mast ol your s queres,

FREE PAI NTING AND MDDEI.I.ING ADVICE

o mattar what vour deniet of painling or modaling skil, i you spand 3 mirutes wilh one of our
migmbipes o Staff vou wil sea those shils impnoved Bnd might fiid et sametting yau resur knaw!

FULL RANGE OF PRODUCTS

Alcur certris sicek 3 Rl rngs of Warhammer 40,000, Waitammes grd Thi Loed of Thie Rings

IN-STORE ORDER POINT

Al of ur stares are fitled with an In-slora order paint which you san use 1o get your hands
onall of pue Speciafisr Games products, phis many compenents and clssic mooals with
which io customiza your amias,

VETERANS

Many Games Warkshap hebly cenles run svenings {usunly Tuesdays and Thursdays)
far vetaran gamess. They ar srmet o oldar gamers with planty of expenance on the
batlefield Yoo can share deas about ail aspects of yaur hehby, play games agwnsr

- equally sepensncad opporants, ard also play Games

D sincial Begiringrs' frogramma teaches you how 1o glay and halps fau fake yaur first
sleps Info the Games Warkshop hobly. The programme ims throughout Sundays, so
whelher you want to laam how 1o charge your Knights into year apganent's Sattin Sno o
lead a spuad of Spaee Karines ink Balfe, af you nesd 1o do s coma aloRg!

HOEBY ACTIVITIES

Games Workshap Robby cenires priwide supgod and wper advice on all aspacts of
the: habiby, They feature tsam participation battles for you to take patt in, painting
WOkENOpS to Cevelap yaur painling sKiks, and a farum for garers to ek about the
fobly, On Sunday avenngs many slares run spacific sclivilies far thase wha hawe
gimduated from fhe Baginners’ Prograirena,

A piowing nuriber of ou hably senlrs iow have sddifional saace to he nonmial shap fidos in the shape of Gaming Raoms, This makes A perect for masting fesow Rabbyists and
arranging largar games, playing campalgne of Jst painting and madefling. On Monday io Friday shesa rooms are resenved lor velerans over (he age of 16 but the weiand & free for all
‘veteran paners and those wha have buen frugh the Begirners’ programme. Thase centies are marked oy @ cross, Giva tham a tng 1o find o0t what's golng on end 1o svaid

¥i'a mofa Tne oz'lo-vng Games Warkshcps il feive Gam{ng Rooms; GW Abardeen, GW Bromiey, G Burton, GW Carlisie, GW Chestar, GW Exotor, GW Ipswich, GW

gaming syatems well into the svenng. . GW N

‘Games Workshop products are sold by a large number of shops spread
throughout the UK. What follows is a complete fisting of all the stores that sell
Games Workshop products. Alternatively, you can find a list of all our retail
outlets on our website at: www. games-workshop.co.uk

‘We also have Games Warkshop hobby centres in 16 different countries across
the world (and independent stockists in even more). Call 0115 97 40000 to find
out where they are. Most Games Workshop stores are open seven days a
week and open late for gaming evenings, but please contact your local store

100 WHAT’'S IN STORE FOR YOU?

GW N , GW Neﬂpqn GW Fools, GW Shreshury, GW Usbricge, GW Warcester,

' ,» HOBBY CENTRES & INDEPENDENT STOCKISTS

for more details. Stores highlighted in yellow indicate new stores. Stores in
green are elite Northern European stores; stores in blug are Northern
European partnership stores.

Just to be sure they will have exactly what you want in stock, we recommend
you give them a quick phone call before visiting. If you're still unsure as to where
your nearest stockist is located, why not give usa call on 0715 916 8200.

Hobby centres marked with a eross () have Gaming Room facilities.

qgames and modals as well as all fhe hobly materals you need fo collant, buld ard palnt your ammies,
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Talbg

LEIGH, Starktown Limited:

msu Toymaster:
2 e
MI_!I!_ECA_MBE. Richard Loncaster:
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\m(mN. Wigan Model Centre:
Tal: 01042 225 F3

LEICES‘I‘ERSHIRE

.MHBT—DS—U\ OUCH, Stave's Madels:

CQALVII.I.E Gaoffs Toya:
U

HINCKLEY, Punctilio Madel Spot:
7 .

LR EE

LOUVGHBOROUGH, Geoffs Tays:
T G

LINCOLNSHIRE AREA

eamsmmusu Toymastor:

awmnu,_mm & Watts;

'5RAN|'HM Mess Models:
(EERIE
LOUTH, l:\uMIne,
Toli 1EST E09T4T

MABLETHORPE, Belas Toymaster:
]

QUADRING, MS Sturgess:
i 017 +

SCUNTHORPE, Shormans Mads! Shop:
To A7 9

'SCUNTHORPE, Taymastar:
L i ETInED

Store:

SPALDIN! spnldlng Models ond Collaciobies:
el 07>

smwms \'tmms Department Store:

STAMFORD Huw!eys
Fac o

MANCHESTER AREA
aw MANCHESTER [cantrall:
1y

- Tk OHEY

1!!5}1 'wmaﬂw
Tl {1
MHCHESTER. Wumﬂllem

Tl GAG1 BT 0

WAMTNGTDN; Steve Webb Models & Hobbies:
Tt iR 735

MERSEYSIDE AREA
GW LIVERPOOL:
47 L B Tel 0

WMMSE\’ Fireside Miniotures:
Tl @157 91 168

wmut. RS Mudvis

Tol (151 355
MIDDLESEX

ENI e, ans Stores:
UXBRIDGE, Aﬂu\n'll Wright:
Tol O3

: NORFQI.K

nrss,'rnymmn
TELOLITR EHTS

L6347
'E?‘RI.?'IDN, Taymaster:
v
IIIDI.I‘I. SMr]in?a -Tayriater:
HUNS"&.;ITU*: IHull:h:lﬂm Models:
R
.II_FS\I'I'O‘ H, I‘Drmnsler mngdom
() Erid

KINGS LYNN, W_v‘\‘ﬂnh Department Store:

KINGS LYNN, Empire:
LR 55174

'NORWICH, mmrs Toys:
Tl 91223

NORTH WALSHAM, Blackfish Games:
Tnl; G4 ]

Tl 032402 1
WMONDHM Ihe Toy Loft:

wwomm Point House Toyshap:
I 00 TREE
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NORTHAMPTONSHIRE

GW NO“HMMOMI
S

com, mamam Dep«rrmem snw

Tel:

KE'IT%IHNE, Twmulaer Ringdem:
RTRE

KETTERIN Gmen Angel Cords & Games:

NOR‘!‘HW 'I'e!maslol

oshnm Sparts & Tays:

WEHINGBOROUGH Software Seller:
R EEREE

NORTHUMBERLAND
ALNWICK, waouys Computer and Video Game:

A.MBI.E Gmlﬂl’!ﬂ Ilﬂwm

HEXHAM, Robibi Dapariment St
]

MORPETH, TG Allan:

Tl Qiiig
NOTTINGHAMSHIRE

EH O"INEHM {contral):
wvie, Tk G5 o Dt

sw wnumm WORL
W Loy o

mlsu.n Bridge Stract Mosel Shep:
S e
N:wam( fceess Models:

RETFDRD Toymaster:
- DTITY PR

RETFORI‘A Puzzlas Plus:

woan'aonoush. Regency Printers:
0115 pan B0

WORKSOP, Toymester

WORKSOR, Made] Bose:

Ten ol

OXFORDSHIRE
GW OXFORD:
¥ Bsh Houss, Maw Iy e

ANNGDQN. Jua! Toys:

BhNBI.I!“’, l‘rlnn’er Bros:
Tel 01z

BICBS!ER, Dénlmu
018 o

THAME, Pied deuller
Tet 4
WALLINGFORD, Pemu of Wallingford:
Tol: b1
waﬂmmz “Swarmpy':
.

W"'NEY Dnrm'ms

SHROPSHIRE

éw SHREWSBURY:

Tl 01742 Jez 007
amosmomu uebu, Horse:

NEWPORT. uesel Mania:
U 8
OSWESTRY, 'me_:yf'u:

Tk 016

SHREWSBURY. Funlapre:

Tul: §1228 514 014

!uRNHA.M ON SE& GW Hutley:
R

FlDM-E Th EMcnhfu;v Press:

Tl DiEFY 2

cumn. Gomes Wizard:

25 2100

WINT.E!‘D.-‘: Minehead Toys & Madels:
ol (B |

!‘AIU:'ION, ;(mkm
\Iﬁ'ill.:sjlﬂ'eﬁs Models;
msrénlsupm-mn Griffins Garnes:
\L::s:'ou SUPER-MARE, 1J Toys:

YEOVIL, Yeovil Collectors Cantra:

STAFFORDSHIRE

GW BHI"ON OM TRENT:

BI.FRI'ON ON ﬂtENT, Spiri! Games:
B 1R

BUI!‘I'DN L] TRENI, Toymaster Kingdom:

:ucxmmou-m, The Toy Shap:

Nm“u UNDER LYME, Sundowner Models:
La i

STAFFUI'H} w Bﬂgnnlir
it 01735
S‘MFORD, 'ln rur Gobling:

sroua cn mm, Alscger Toys & Models:

TMWDH’H, 'I'he Old Bell:
Toi AT & &)

_suprou(
GW IPSWICH:

Bul’f 5T, EDIWNDS, Taymaster Kingdom:
Wk 0T Ta16a

H-M-GSWD_EI'H Hulomnh Tey Shep:

H.ﬂ\l'!RFIII.L aaby Connexion:

mmm, Toy Warld Ipswich:

LOWESTOFT, Toymushr Kingdam:

Tek- D502

MEWMARKET, Moons Tayland:
4T

Fals D760

 STOWMARKET, Simpson & Sonst
1

Tol QUa4m 41
SUDBURY, Toymaster Kingdom:
Tel O1787 47

SUDBURY, Tey Connexion:
Tl DT AR

WOODBRIDGE, Teylown:
Lo S0

Uinit3, o 1 Fun
GW WORING:

Uni 3 o T,
CAMBERLEY, M nings!«r

Tl Ve |

CDUISDEN Taylers Toys and Sports:

EPSOM, Mosters of Epsom:
ToE QY737 BLEATY

FARMHAM, Elphicks:
Tal, 03 1552

REIGATE, 'hw
Fed 01T

WALTON ON TI{AM.ES Maseam:

n:xmu oN s:n. Matok Madals. umi Hobblas:
S

Trains Madels and Hebbies:

s o

!URG!SS H I.\. Kld’s Stuff:
Tek 01444

canrax, eaodms Toymaster:

Tal: 174 ]

cmcnsmn. Shidhastar Teys:

HAS“I'INGS Judo Martial Arts:

AP

HAYWARDS | H!AI'H, Heath Models & Toys:
144 f

noa‘simd, Sentlo Gellery:

HORSHM o kars

uw-zs, Tha nuhby Shap
Tiek (14773 4T

STEYNING, Evn!!c Gallory:

TYNE AND WEAR AREA

‘GwW Hmcnsru: [Can!l'nil

Line 64,
0 i
METRO CENTR s'and-iwd, Toymaster:
T tasa {i]

N_om smzws‘, B Gladstane & Son:

SOUTH smELns, Conts Madals;
Tel, 58 ]

'SUND!MND B!h‘lm

Tk 1S

le Toy & F Shop:

LEEt

suunsﬂuﬂo Japllng(—

Tek: 3

wA.suuwawN, Toymastar:
T 0241 g

WARWICKSHIRE

GW COVENTRY:

3 BEBWHH,MI!wy & Modeliers Junction:

'l{EN I.MH, Abucmli Arts & Pictures:

WARMI'NSI'ER. Raw Models:
Al (1S

I-EMIINGI'DN SP&. Trinders Ty Town Lid:
ol D75

'RUG“,Jele hultwurs & Models:

S'IOCKINGFOI!D, Whitletord Post Office;

Ter 026703 5740

WILTSHIRE

ML&OROUGHe H Duchk:

M.EIRSHN!L The Toyshop:

SW'INDQN, SpM On Models;

Hﬂlml"ﬂlﬂ. Raw Models:
ol TS 75413

il , Tymeagain Lid;
40T %
WORCESTERSHIRE

x OW wﬂlcii'lifl'

BEDMWE. Kn‘ls Uullngz

nmmm ru,muru

!mm Iu”ln Honours UK:

bDI'lU:H Heﬂgmuws‘!‘w Store:
me

E s'loumm ON SEVERM, TP Activity Toys:

E WO!GESYEIL E!a ronic Dungean:

YORKSHIRE

RRII‘JtINGTON I:\'epqaen
i:-DF:

ALIFAX, Huhln: Modellers World:

HM.EFM Mn’gmlnu Warld:
Tk 1422 X7

mnmarﬁ, Temamr

HUDD! SF D, Cnlredumunin
i

HUDD!WI!LD Yoj’mnsler'

Ta. [

HUDI!E_IQFFE!.D. !omenhlng Wickoed:

FARE

HULL, Mayfair Toymastar:
27TY

ILKLEY, Wargomes World:
T

LE!BS Royal nrmuurhs Museum:
A Q115 #0154
»OEIHALI.ER‘I'GN. T & FM Grover Lid:
Tl DTG F33q
OI‘I.EY, Taymester:
Fel: (DA 450

MCKHNG"DN. Chyldes Play:

mnsomuun, s,me, Myth and Magic:
Tal QA5 64

UL

WN(EFFEI.D, Modal & Croft Centre:
VA GTNT7

WHWB’f ohn Anderson - Toymaster:

dez1a

LONDON

GW BRENT CRO!

Y




x GW BROMLEY:
Uit 74 Tha Mo

GW C!OTDONI

sw Louncm coxmnb 51):
£

Lian 8. Wrsbminster House, Hew Foad. Tei [20H 448

GW ROMFORD:

Eimataggh Csivie Lyl Bag

¥ GW UXBRIDGE:

Uzt 37, Chaquesa 384, The Padionns Shopplog Ceritee,
w1kas

GW WATFORD:

urul Q140X srgal, Harleeuin Gandrs

Bunmnm 2nd Impressions:
T Dank £
CHINGFORD, nmlwr Landan:
ik G207 424 11
CLAPHAM Jum:ﬂope. Toystop:

Tak O S,

BUL\UICH, Nto M Smllmur.:u

EAST SHEEN, lm:upu
Tal: g2
ELTHAM, Ehhmmgdeds.
Tl (209 850 412
FIN:HI.EY, Lelsure Garmes;

308 I EIT

Ful.rwn, Potricks Tays:

Tel. 02 f

HAMPSTEAD, anp)‘ Retur,

Tt 007 435

ISI-ING'I‘BN Fmdsrlek Beck:
07 26

Tirl
Nomﬁﬂ
Tik, D7 7
PUTMEY, T
Tl G087
RUISLIP, Jo!m Sanders:
O o
WALTHAMSTOW, Ottokers:
Tl G E AR

uﬂ BLEDON, Ers-

1 g
wuou GREEN SWFINIB CEMTRE,
Ty Gty Tl 0008 BE10T70

GW SWANSER,;
4 Princess

ABNGAVENN\', Richords of Abargavenny:

Fob 61673 fa2aus

ABERYSTWYTH, Albolross:

Tei DTS LI Rk

BANGOR, ACME Computers:

Toi DA Hrrsa

BRECON, J Clark Tays & Giffs:

Tul: 1374°a02 605

BRIDGEND, Moltan Tays & Hebliles;

&l 01856 6 G

CARDIFF, Dlce ond Dise,

Computar aud \I'Ideq Wision:

mVBRFUﬂWEST. Merfin Modals:

mmn, Iamllu
Tel- G157
LLANDUDHG, Dihs Taymaster:
Tal: 4197
LLANTWIT MAJOR, Rainbow Ploza:
Tue Q146
NEWPORT, Battle On:
Teil: 41983 557
PEMBROKE, nmgun Ailay::

Tol 0454 15

RHYL, Lightfost Models & Toys:
Tral.00 fod

BWMSEA, l:emlx Shoppe:

ekt

yﬁwﬂlm. Brite Ideas:

EONETS
SCOTLAND

¥ GW NBERDEEN:
Unilt 1, 4858 Uppor Kirkgag, 7ot 01204 598 779
GW Ay
T A M Tak 94202 510 57
GW BRAEHEAD:

ey ifitin, e il e,

A4 bghr Stree,
GW DUNDE]
ik el

;T

GW EAST KILERIDE
k 4

KGWGLASGW

ol DAAEH 751774
ABHBI!N.!HI!E Rabarison Sports:

.anEENSI'LIRE, Toywarid
Tuk, G156ATES

ANGUS, Gm’dherx-
Tl {1556 Bz

FOIT WII.I.M. Tlln Gmndlrl House:
Vo 0 351 S
GALASHIELS, nunlzsl'lusl
§ bl
MSGW SMI( Gamas:

fi shop:

Klmmss, The H.pn Chest:

Tl DISFT Sa25is

HIRKCU !RISH‘I‘, 5W Computers:
uy
KIRKCALDY, The Hope Chest:

Tk DR FEOTE

KIRKWALL, George Leonard & Co:
Tel w1asE vy

NO!TH BEI'(\H'[CII Fomis Cyelos:

i M.dennnn-l'ojmuimr
Tl DS

PETERHEAD, Goorge Donald:
Tl LT3 474737

SHETLAND, Hurrys Dept Store:
STIRLING, Do It @ Your Lejsure:
Tel 057 75

STRATHCLYDE, Yayln\-m Strathclyde:
Tal 0144 g7 2305

THURSO, J .Ilram

Tat Dy a3

WEST lO'I‘HMN Tay Works:
Tl 1B 0

CHANNEL ISLANDS
JERSEY, ST. HELIER, The Little Shop:
Tk e

GUERMSEY, 5T. PETERS PORT, Creasys Toymaster:
1 720203

GUERNSEY, 5T. PETERS PORT, Carausel:
31 721

NORTHERN IRELAND

GW BELFMY'

el o

co. Aumm. Madeimemlw.

£l MM, Ewmeronm
Tesi Gl
€o. nN'I'RIM, tmnmwu

Eallymen

CO, ANTRIM, Wna-ir.f of Wouder'

e

co. R.IMAGH. D. Jeffors:

i

I:B IIOWN. Ibeplw Gm
Hangir. T BG40

€0O. DOWN, Stewart Mllrar & 50:13 Lid:

Vel (UECE AR enGT

€O, DOWN, SIGWI‘? Miller & Smn Ud(

Azdvrae

CO. FERMANAGH, Modellers Corner:

Ervalitien, Tal: Q16 66329967

CO. TYRONE, Whites Toymaster:

Qi Taf: tse

Sirbat’ Tek (0 353 1672 5731

ik, Tal
[==3 N&K World of Wmd'm-v
ir

I:O conx. Naddy's I'wnwlor.
Cark, Tt 02727054

CO. CORK, O l'lnlﬂmi:

God; Tek OE 24

m DUBLIN, Enan Toymaster:

03-2804071

blo Flngars:.

:o. DUBLIN,
Sillogan, Tel. 4

Dublie Tl

€O, WBLIN 1 Banbo Toymaster:

co. Du!I.INa F rlongs Toymaster:
o, Fod OF
€O. DUBLIN 5, 'ruymam.—

s i
00 Ghl.\ﬂ.ﬂY. Gamers Ibenlm.

CU muvar, ' Muﬂk‘

€O. KERRY, IHHnrmw Madel Rallway:
L [
€O, KILDARE, Wnrld af Whnr.fer-

e

CO. LOUTH, Pick & Sova:

Oty Tal: 043+
CO. MAYO, World elWenden
M

CD OFFALY, Rehbha.
1 P50R-2 1.5

0. mmow ER Harrls & Snns
Bray, Teb o120
£O. WICKLOW, Hoplins:

Y

INTERNATIONAL ACCOUNTS

BELGIUM

MRSCHDT, tenerrr.
el

GEEL Modethauw Owlenmns 4
2480 The BP4-903T

HALLE, Mishro's Plurgmlmd.

HMR!, rup 1 Tays Hnﬂe‘
B0, Tt 2 5550

AAWINg A5A4%, 3500, Tel01] JE5aNY
All Vobrazpel N
. Tel 014, 3

3T s
LOKEREN, De Geesh
Frcomatniat 27, 9160, Tel 1
MECHEIEN De Spelfununr
o 4 R

mmt Lq c«nme v Dragen:

Rae «..d anriag 5, 3, Tt 022905
Tays:Ehop:
 lmAmban

CROATIA
ZAGRER, Land of Magic:
Frank RO, Tl DOMES T4 T00FT

CZECH. REPUBLIC
PRAHA. Boja:
V110 60, Tl 82

DENMARK
oW KOBENH.WN;

Mtaul’tﬁ, Samson Bog & idé Aclborg:
15, 8000, T BEAZ DS BT

msoao; \fe{gmml Bog. n idi-

Ml.aom mm Ingur Mm

AALBORG c, BB Gamas:
i 10, 8300, Tal: FR11E5E1
AALBORG 5V, EB Gomes
Hetwon| 452, 5200, T
AMS, Ting eg sager:
5 patl 6. 06, Taf. @
MENR.H Legekeden—
2.

Sanguiyn

ALLER@D, g 1y
i, TG Tish 07420144

ArHus :. Bog & idé:

ARHUS C, BB sm-
BB Ay G 25
Amqus €, B Eumﬂs:

Wi, Toi Bradoay

ot 1, 27!

Bll.L!.rNil, Hicall

BRONDERSLEY, Bog & idé:.

Brndacsly Algase 18, 770, Ta

smmumt chmjum Legetaj:
i 14a, ¢

nspmmne L-mminn_
a1

!A!oms\, o»kol !Lui Logekaudsn.

!MSE, a‘-uhsu B«a & lekhs
e 14 h

F!EDERII(SSI.IND, m;s Sug & idir
ikl i (R

H!ISING—B!. B O Bauor.
Starips Piards 1, JY00. 5

HIGRRING, l!asinﬁs aaghandeh
P Mathjicrzsis
Hotuk, Gw:pvk low-!

HIJMI.!MI‘ E I‘lm
Tomgiw] T
HVIDOVRE, !rﬂwdons Bog & idé aps.

G

wmmls, K«:hﬁ Beqor & Papir:
0B, b0, T

PR
KEH V, EB Games:
g o, 1164, Tel 33300248
KGS L I8 Games:
Leje

Tt
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KBBEMHAVH, :svemberg; !og aide nps,
sl 15

KOBENHAYN K, Fartios c.gufe

% e 9, 2167 Tl

uaamna\m K, Fantask:

KGBENH.MI'N L log & Ide:

KUED]NG, EE GWOI:
v e 4 ol e

KOI.DlNG. B a 0 wger Mﬁng

N\"KﬁBJNﬁ s.l. Nylmhlng Bog & idé:

ODDER, N[aldnns Bog & ué,
A 130, Tol Bh 54 10 A0

OD'DER. Legekeelan—

ODENSE C. EB Gﬁmes.

0, Tan

-u»negs Byrge Sel mean Hom,,-

mssuov. Vn[lh-y msskav Ba:g & jdé;

mavnﬁ B & =] Msr

losk[lde, Fhmhurg !og & idé:
4 35 00 08

SKIERN, au; n uo anm-
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THISTED, Bog & Tdd:
st eyt 5

VEDBEK, Trored sog & Tde:

Traied T Tibds B 12 8
\"F_HN \r.|m !ng & i:m

Viiin Cohlret, 6600, 7
\"EJI.!, E&O Boger:

el V0. Speiar

VEILE, Bag & Ide:

iral,

VIBORG. Hobhy mrl

..:\-L Hire

B 76!

TN.UNN Pru(nrd Balfic:
¥ HORTT, Tulk 472 &
FINLAND

GW HELSINKI:

P00, T

ronsm, Fun Sluﬂ &

nmmuum I.wy

HANKO, Habhy Job:
Vel 10, 11800, 15

HEINBI.A. ‘l«leumum ]a lelu,

JhﬂINI(IPOHJJ\. Vanha Kaarti

Hal LXTE 3 Tl 3 AT AR

'Msa, Jmum 5unr|'

" 24 A5A05
KEMIJM\", Nupemr

>(",I-- vI Gyos

kit 3, A5 T 5

KUOPIO, Iﬂr]u ]nf‘.nﬁ Hino:
P s

KUHS&NKD&KI Klﬂu Suvlnen

SGINA.IOKI Pil!ukiokku'
14, GO, Tl <1058 ¢ 2177660

- ATHEMS, Ibnlssu agratiou

el 7354 0 5160100

GIBI!AI.TER

BOM-MAU HOBBIES:

15 Parsamers Lane;

GREECE

M‘HENS, .uuen Hebbhs
el “H

.n'mms, Fantasy She :
Ikt 445§

.lTHENS. KM|HG Amarousie
1F, Tor (0 21 i ¢

ﬂTHBNS Knluo Ohoua. Gmmu‘

_ﬂm!NS Kaissa Monukenu(

Tiitie Sxdtiirlin, Top GH30°24

ATHENS, Kaisso Pigasos:
ik i (N5
CREIE. Fantasy Shop:

e, Tl D 2510 33151

'tlT.ETE, I(aiisn_ Hunlu:

HN.KID& o Oomor

- Q) 2
m!lsns Kaksu Larisas:
i ] ol ool 2430 S5y

Mma anhl:y Shup:
Tl 30 2510 2

HUNGARY

‘BUDAPEST, Box Br:

ICEI.AND
REYKIAVIK, Nex
P B 50

MALTA
FORBIDDEN POWER: 83 Trig Misrah Il-Barrier,
Msida

Toi

NE‘I’HEI!LAN DS
GW AMSTERDAM:
FBt# s, 3017

AI.K.MMIL. Bookers & Strippers:

Thefsba 19 1BET HP, Te) (72 &

ALWELD, Sombery | Mud:!hm

Rbocw taberwat 18, 3011 €81

AMSTELVEEN, Hat
Pasteoniar 58,145

ASSEN, Plnk'

DEMN HARG, Spellenhuh.
FoiEmaniast G h T, Takio?!
BEN HELDER, Proton Modelbouw:

TR B e o
Knibhel Comics:
Pabl LML TokDGi B1EEI0
ECHT, Hobby Mcdelbnu

EOE, lehge Iu-)(hnndel nmgr

HNBHO\I’E N, Gon S rid'

ENSCHEDE, Wiza
ELau FERh L

GELEEN, tacliﬂa

Angaliscstmat 3. €1¢

BDRI’NCHEM. Metien Modelbouw

Ilb.‘-.fl |l 1IR3 B

HEIMONB. Mo\'lzl\huuw w/d Gooi
Fhitraal DA D5 T
HILV!RSIIM Modelboow Illhmlium

7 A Fer
B.ILVB!SUM. Hnmugo Bwkhaﬂdol

Eariiaaieiy &

¥4 5P Tall 056 475670

MMS‘I‘RICHI’ Peals I‘e:hnl:!eya

G B EEE Tol 0

i Werdergnalraat 7

OEGSTGEEST, D mbe‘rq-;h‘r n\m

and Men:
Jeiti g

OUD-| BHJ!I?LAND. Mmulls Mmiel Hobhr.

Crocnenbucgly 3 152

Tl it

SlEFN Dn Sleaner Bozo
stk B0, 7443 B

m.us, Vid Vijva
e acstrmat




wmww. Plantage I!ugkhq
e R E e

wﬁm"uﬂ. Dur_{e Hum‘lhlds

WL Tel U705 By

soLa, Selu Sarver og Lekeem:

Ly
NI-II:HEN, Rlunh 1
Buniyisdrbat 125

WORMERVEER, Mini \Mondors
Ireal 1, 52y AT, Te 24

I

EI'EBMM!N slanduri Hobhy og Leker:
\ B N2 i0)
. — summu, Fma»ﬂe«

IﬂNSBERs,GIeduhuu i
1 L &
Norli
b A n'“""m""’ TemseERS, Mlm
Farmana & 1 dembaneg i 3410, ¥
BAERUMS VERK,
Lok A/ TecHplusn Biaruma Verk TROMS®, Tromsa Brukibokhandel:
Hamarm Ve Lk AS M- 1247, Tot 67135850 Hirkmgl €, N-9006H; Tl

SERGEN, Avaon Bergen AS: TRONHEM, dvolon frondhalor
a3, 2 Tel. 258,

Farhn
80 | TeLEmARK, m..g,,

ThONDHilu,om d:
Murizgaten S8 709 1 Trandhe, Tal FEsa08al

Fandigt
D'RAMMFN; mig:

VBN il P, Tel
!GERSUND Glusmuwslml ﬂw

1 TR

]
i li. mngn Vinje:
Wi M, 85, Virie, T 17
POLAND
ODZ, ' ik‘ Flrma Ksfegarska:
w00 Vet JOA842033520%

mn:, I.vlknhuul

* - =t AT
PDIN&N Baurd Centrum Gier Pozna

E1-406; Tl DU4s

Wﬂﬁlﬂvﬂ\. Fnher rabvr 5

Piatsesas 514, Te!

\N’AESZAWA. Dnu! W!\‘ln\unl(:)' MW
i

i 11, 00064

5, 4040

RUSSIA
MOSCOW, Alagris:
Dudrmskiign A, 1 474
SERBIA

BEL&R&I} Anet Computers:

Sy

SLOVENIA

UUBLIANA, Fratal:
Cov K 01000

mmm(, alngo Larvik

5 T4A256, Tel 11
anm, Sokrates Lnlmlnlld
Torvet do; N-Q254; Tel: 0518

I.II.I.ESAND, Biny
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“'illenniﬂm hecome ﬂeudller than ever!

r Desl ners’ Notes we give you the ultimate
Hear from the game’s creators about the
' "und all the updated rules.

 We showcase the rules update with the definitive
-.mdw, an umuzing innuguml Baitle Report!

FREE NEXT ISSUE:
PAINT POT LID
- LABELS!

~ DON'T MISS AN ISSUE!
Turn to the inside front cover to find out how to subscribe
to even] hobbylsts’ essential monthly muguzlne'




STRATEGY BATTLE GAME

+ The Battle of The Pelennor Fields: Designers’ Notes o Assault on Glamorgarth: Battle Report + New Scenario: The Sands of Karna
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BATTLE OF THE
PELENNOR FIELDS

Mat Ward traces the development of The
Battle of The Pelennor Fields gaming
supplement from Peter Jackson’s movies
and Tolkien’s work to finished book.

s with Siege of Gondor, the,
intention of this book was to pick

up from where the film left off.
Good as the film is, it leaves some areas of
the book unexplored and, of course, being
gamers we all want miniatures to fill in the
gaps. As this was the case, [ already knew
that many of the planned releases were
already focused sguarely on the forces of
the Haradrim and accordingly | wanted the
content of the book to also be fixed upon
them. We'd already covered the Battle of
the Pelennor Fields in great detail in the
main The Return of The King rules manual,
s0 this seemed like a very good direction to
take, opening up all kinds of possibilities
that we could explore — while Siege of
Gondor relied heavily on the film, Pelennor
Fields draws much of its inspiration from
elsewhere.

When committing myself to this path. I was
aware that | was setting myself a rather
large challenge — what Tolkien wrote about
Harad can be written on the back of a
postage stamp (in big letters) — but it was
something that T was determined to do. In
essence, this is what makes Pelennor Fields
different to any supplement that has come
before. Whilst Siege of Gondor and Shadow
and Flame concentrated on grey areas
dotted here and there in the main texts of
the book, there were literally chapters of
reference material where Tolkien had gone
continued overleaf...

“Ride now, ride to ruin
and the world’s ending!”

Théoden, The Return of The King
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The challenge of the Miimak

Alessio Cavatore: Writing the rules for-
the Ollphmnt was not easy. I knew from
past @'chl_'lcna that such a huge and

trouble when it came to wmnng its: rules =
do the words Steam Tank mean anythmg
- toyou?

p]ease evcryone with these m]e@, _b_ut_stll:l'
it was such an exeiting project

~that I couldn’t resist taking:
that responsibility upon.

| myself. Ithadtobe
mine! My own! My
preciousss
Oliphaunt!

The challenge was
great. Just looking at
‘the mock-up it was .
evident that an oval
base like the

Mﬁmak's was unique in the game and

Roand bases have th:—: great advantage of

allowing maximum freedom of movement,

they do not suggest any polarity in the
move — no sense of “front” or “back”. An
oval base is different... people
immediately feel that forward and
backward moves should follow the longer
axis of the ellipse, and rightly so.
Assuming then that the player would have
to point the base in the direction of
movement, the problem would be to
rotate the base without gaining or
losing movement in the process. |
asked for the base to be round or at
Jeast to put a hole in the centre of the
oval base. to allow players to spin it
-around Keeping the centre fixed in
place. In the end I had to agree that a
round base would have been too large,
the size of a small pizza (“and what’s.
wrong with that?” said my Italian

blood) and that the base Alan Perry had
sculpted looked so spectacular that ruining
it with a hole would have been a great
shame. We did come to a compromise
though, and you will notice that the centre
of the base is conveniently marked by a
Rohirrim shield. Players can place a finger
on it to achieve an almost clean spin and
at the same time get a model that is
worthy of a space on the mantelpiece! T
haven’t completely given up on the hole in
the base though. as you will see later in a
future White Dwarf.

Onee the dynamics of the movement were
sorted, the rest of the rules followed
spontaneously. It was just natural that such |
a huge beast should trample models as it
moved, and it was just a matter of
tailoring the Strength and number of hits
inflicted to make it hard but not invincible,
The aim was that any normal trooper
caught by a charging Miimak should stand
very little chance of surviving, but a great
Hero should, on the other hand, be able to
take its charge and fight back (at least as
long as they have a Might point or two...).

I tried to keep the rules as easy as

possible, but because of the very nature of
the Miimak. they could not be too simple.
After all, we are talking about the biggest
plastic kit ever made by Games

Workshop! It's a gaming piece that is far
larger than anything else in the game (the-
Balrog’s body 1s more or less as big as its.
head) and it transports up to 13 other
models in a wooden tower on its back.. |
With such a model, the temptation is to

add a very large amount of rules to cover
every detail of the many complex

situations that arise. This would slow the
game down,. so eventually T forced myself |
fo stop at a certain level of detail in favour
of playability. As they stand, the rules for
the Miimak are more complex than those
for any other single model, and T really
didn’t want to make them any more-
complicated than that. i

To give you an example, I'd originally ’
written rules allowing Good Heroes to

jump on the Mamak by spending a point

of Might (4 la Legolas), and then start |
ﬂghtiﬁg in the howdah. This was very i
cool, but it was such a huge can of woims,
that I eventually decided to drop it. As it
is, I hope youll find the Mimak an
exciting addition to your games.




The Haradrim fight in earnest to drive the Men of Gondor from their lands.

mto \;as“t'dcgreaS' of detail. Pelennor Fields,
on the other hand, is a very different story
indeed. Even in his extended works.
Tolkien never truly explored the land of
Harad. In essence, he left it as a great big,
fuzzy, grey area. Naturally, this doesn’t
make for incredibly interesting reading in a

book the length of Pelennor Fields; so I
needed to piece together everything that I
could. Offhand text references, obscure
mentions in the Tale of Years, T knew that I
had to let nothing escape me as I tried to
recreate the history of Harad from what few
scraps I had. Even with this done. I was left

everything that I had found was from the
_point of view of the traditional enemies of
the Haradrim and likely to be coloured by

been a real labour of love. As Tolkien wrote
in so little detail I was given freedom to
create more or less as [ wanted to, which
made me all the more determined to ensure
that what I was writing fitted in with what
‘had gone before. As I started to pull
everything together, I was left with a series
of notes and ideas, not only for the history
and culture. Wherever I could, T bound
what Thad created to elements that Tolkien
‘had written. As a result, there are very few
places where I've out-and-out constructed
‘something entirely new. In fact, many good
they weren't any good, but because they
didn 't quite fit with what Tolkien had
‘written about Harad. What I was left with
was a huge resource of what, why, when,
where, and who — as a matter of fact, too
big a resource for a 64-page book. Sadly,
many elements had to go or become
condensed for want of space, but you'll be
able to see most of these in the forthcoming
issues of White Dwarf.

Graham McNeill: Working on The Battle
of the Pelennor Fields was a great
opportunity for me to get involved with
The Lord of the Rings game. Working on
codexes for Warhammer 40,000 has kept
me pretty busy over the last few years, but
I'd always had a hankering to try my hand
at a The Lord of The Rings supplement. 1
came to the project fairly late in the day,
Mat having already penned most of the
first half of the book. So I was tasked with
writing the second half of the book, which
dealt with Halbarad Dunddan, the Rangers
of the North and several scenarios that
reflected moments from The Return of The
King, but owed more of a debt to the text
of the book itself.

Halbarad, in terms of the text, is a fairly
minor character, his primary claim to fame
being that he carries a banner crafted by
Elrond’s daughter, Arwen Evenstar. After
reteading the parts of the book he appears
in, it was clear that these Rangers were a
cut above your average humian, what with
having the blood of Nimenor coursing
through their veins. [ wanted Halbarad to
be a fairly tough character, but not too
tough, given that he meets a rather

learn of his death in a list of those who will

never make it home!). I also decided to
give him a shightly higher Will value (again
to represent his Nimenorean blood) and
made Arwen’s Banner something that
would help in the desperate struggle of
battle — especially in the final stages of the
battles on the Pelennor,

The scenarios [ wrote for the book
represented pivotal moments from The
Lord of The Rings that did not make the
final cut of the movie or
had been written before "

‘Halbarad Dunddan.

we knew what a particular scene in the
movie would play out like. I had particular

‘fun with the Fomer’s Rage scenario,
throwing in as much as I could from the

book that we had models for. It was also
Heroes, as I think that moment, as
represented in both the film and the book,
1s fantastically dramatic. That was the most
complicated of the scenarios T wrote and
the one that took the most playtesting, but T
believe it's worked out well and makes for
an interesting and fun game. The Glory of
Dol Amroth 15 also a challenging scenario,
that makes the Good player work hard for a
Evil player has to make to prevent his
opponent from winning means it plays
as a slightly unusual game. The last
cavalry charge — Théoden against the
Serpent Lord. with loads of angry
horsemen charging at one another. Simple.
but fun; a bit like me.

It was great fun to work on this book and
actually write stuff for The Lord of The
Rings. The book has a wealth of scenarios
and background to keep even the most

ardent The Lord of The Rings fan happy. ..

oh, and a bloomin’ huge elephant!




THE HARADRIM

With the stage now set, it was time to move
onwards and decide what to do next. As
we’d already covered the Battle of the
Pelennor Fields itself in The Return of The
ang, I didﬁ’t want to simply duplicate the
Accordingly, lhe first chunk of PeIennor
Fields is dedicated to the northward journey
of the Haradrim, set many days before the
siege of Minas Tirith begins in earnest. To
re-enact this, the forces of Harad needed to
be mustered. Though Harad isn't quite the
'barrcn desert that 1t is sqmeumes portrayed
1t.5 warriors nf:eded to mﬂect thls Haradrim
tribal warriors mainly carry only a spear or
a bow. This is very much a result of how
they live — a shield is more a burden than a
help in the heat of their land, while metal is
so rare that only individuals of the highest
status can afford to carry a hand weapon.
To represent the mainstay of the Harad
army, this supplement is accompanied by
brand new p}astlc warriors — in my opinion,
the best that we’ve yet seen for The Lord of
The Rings. Of course, the Haradrim are
capable of mustering as varied an army as
anyone, and it was important to represent.
this as best we could. Accordingly. the Evil
playcr can also muster Haradnm RaJders

To repraqcnt the unusudl po]]trcal situation
1n Hardd I:hc H,eroe% each rcprcsent a

are _gez_'teni}_ly_ t_o thmr fo_l_lowers and
whosoever they see as being their
commander. The second group of Heroes
are the Hésharii, the ruthless overseers and
enforcers of the land of Harad. The
leftover remnants of a cult of
Sauron’s creation, the only
dedication they hold is to the
corrupt lords of Umbar. Last,
but not least, is the
commander of Harad’s
armies at the end of the.
Third Age, Suladén, the
Serpent Lord, a man who
wishes to free his people
from the control of Umbar
{but not necessarily. for
the good of all). Should
the ruin of Gondor be the
price of freedom for
Suladan, he will gladly pay
it. The final addition to the
Evil forces in this book needs very little in
the way of introduction — the Mmakil (see,
I didn‘t forgct thﬂm) If there’s one thing

The Knights of Dol Ammzh dwrge The Haradrim.

Alessio talks about this large critter on the
previous page, so I'll not go into any detail
about it here, but never fear, the size of the
model (and the way it behaves on the table)
more than does justice to the film, With
three different Hero classes, two distinct
types of Warrior and a big beastie of
mammoth proportions (sorry — couldn’t
resist), the Harad army is very much a
going concern and a fitting force for new
and experienced players alike.

THE JOURNEY NORTH

With the principal players of the Evil side
in place, all that remained was to give them
a foe to oppose them who was worthy of
their mettle. Who better to do this than
Imurahil and the Knights of Dol
Amroth? For me, Imrahil
remains one of the more.
memorable characters in
the book, tirelessly
encouraging the flagging
spirits of the Warriors of
Minas Tirith even as their
citadel is brought under
siege. Sadly, he had no part
to play in the film, but this
opportunity to bring him to.
the fore could not be missed.
Thus it is under Tmrahil's
leadership that the defences of

Prince Imrahil of Dol Amroth. South Gondor are held against

the advancing Southrons.
Imrahil and the nghts are everythmg that

Gﬂn_d_o_r 5 nr_uht_a_:y_ ;r_aditlo_n but are few in
number and rely heavily on the more
common warriors of Gondor. As for their

struggle, the seven scenarios that make up
the Harad section of the book follow not

only Imrahil’s defence of Harondor, but
also Suladén’s bid to gain control of Harad
so that both Good and Evil players can feel
that they have something concrete to aim
for over the course of their games. I've
tried fo create scenarios with a slightly
different twist to them, without
compromising playability. The scenarios
range in size from a handful of models all
the way up to complete army battles, but all
can comfortably be played in less than two
hours. As in Siege of Gondor and Shadow
& Flame the swnarros l]’l the ﬂrst half of
that brmgs the various char acters to the
forefront of the action.

THE PELENNOR ITSELF

Glaham MeNeill and Adam Troke deals
much more with the meat and bones of the
Battle of the Pelennor Fields itself. Adam’s
scenario is a prologue of sorts, recounting
Faramir’s ambush of the Haradrim army. as
told in The Two Towers — though we
covered this in The Two Towers rules
manual, it seemed only fair to replay it with
the historical participants, In the remainder
of the book Graham weaves the key events
of the Battle of the Pelennor Fields into a
series of scenarios, from the desperate sally
of the Knights of Dol Amiroth to Eomer's
stand by the Harlond.

So there you have it, Pelennor Fields in its
entirety. Eleven new scenarios, over ten
profiles for new Warriors and Heroes,
painting and modelling guides — and that's
before you go into the maps and
background information. The battle has

well and truly begun.
% 1




ASSAULT ON

ORGARTH

A battle report for The Lovd of The Rings by Adam Troke and Grabam McNeill

In this month's The ]_ord of The Rings
Haradrim, su pported by the awesome
Miimak, as they attack the forces of Good
commanded by Graham McNeill. Will the
defenders hold out;, or will the Mimak
trample al] before it?

aving achieved complete control
‘over his army. Suladin has

‘assembled his forces for one great
assault upon the defences of southern
Gondor. On the far side of the Poros,
Imrahil has correctly interpreted the Tull in
fighting — he knows that the next attack will
be the final one and that his troops cannot
hold any longer. With his forces tired and
weary, the prince knows that he must buy
time . for the bulk of his warriors to escape.
Before night falls, much of the army of Dol
Amroth begins its journey up the Harad
Road toward Minas Tirith, while a bold few
remain behind to slow Suladan’s assault.

Participants
Good
o Prince Imrahil of Dol Amroth: (on foot)

» Maethor (Captain of Men on foot)

= 10 Knights of Dol Amroth (on foot)

o 12 Warriors of Minas Tirith with shields

= 12 Warriors of Minas Tirith with spears
and shields

s 12 Warriors of Minas Tirith with bows
Up to one Good Warrior may carry a
banner.

Evil
» Suladan
» 1 Mimak
» Guthéric (Haradrim Chieftain on foot)
+ Hagriz (Haradrim Chieftain on horseback)
= 24 Haradrim Warriors with bows
= 24 Haradrim Warrlors with spears
= 5 Haradrim Raiders with lances
* 5 Haradrim Raiders
Up to two Evi'_i Warriors may carry a
banner.

Layout

‘This scenario 1s played on a board 48"/112cm
by 48"/112cm. The main tower of the
Glamorgath is deployed 12"/28cm in from
one table edge. A line of barricades stretches
across the length of the board, 24'/56cm
from the Harad board edge (see map).

STARTING POSITIONS

The Good player deploys Prince Imrihil
and at least half of his Warriors in base
contact with the line of barricades. He then
deploys Maethor and the remaining Good
Warriors in or within 3"/8cm of the tower.

When this has been done, the Evil player
deploys his entire force within 6%/14em of
the Harad board edge.

OBJECTIVES
At the end of each turn, roll 2D6 and
multip]y thc rcsult by 10. Thi's is how much
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reach a safe distance. Keep a running total
of how many troops have escaped in this
fashion. OHCE this total reachss 1(]0 or
modeiﬂ may attempt to: mthdraw from the
battle by exiting from the Gondor table
edge. Until this point, they may not

voluntarily move more then 3"f6c:m from
the barricade. :

Once all Good models have been slain or
have fled the board, roll 4 D6 for ¢ach
model that has left the table, adding 1 to the
roll if five or less Bvil cavalry models are
still alive. On a result of 1-3, the :
unfortunate individual has been caught and
killed by the pursuit. If the roll is 4-6, they
have successfully escaped and live to fight

e

-another day. Might may be used to
influence this roll.

If at least 10 Good models, or Imrahil and
five other m()de]ﬁ manage to escape the

che_r result is an Evil v;ptm_‘y

SPECIAL RULES

Unrelenting Assault. When an Evil Warrior
(on foot) is slain, the Eyil player may put it
aside to use it as reinforcements. At the end
of each of the Evil player’s Move phases,
he may roll a D6 for each model put aside
in this way. On the roll of a 4+, that model
may move onto the board from the Harad
table edge. Newly arrived models may not
charge in the turn that they arrive, but may

POINTS MATCH:
WITHDRAWAL

If you want to use this scenario to:re-
fight a Withdrawal scenario with
dlffcrcnt pamapants choose two

as the attackcr (Lhe Ewl force)

otherwise act normally. On a roll of 3.0r
less, the model does not arrive, but may be
rolled for in the next turn.

N0: Surrender. The Good side does not
take Courage tests for being below 50% of
their starting numbers in this scenario.
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Graham MecNeill: T
knew this was going (o
be a tricky game o win
from the outset, Seeing
the swathe of Harad
models across the table
‘accompanied by a
Miimak was an unsettling sight to say the
least. But T had Prince Imrahil of Dol
Amroth in my corner, one of the hardest
characters in the game, and [ knew 1 could
count on him to hold the enemy at bay. The
Knights of Dol Amroth are also tough
hombres and would be key to holding the
wall against the more numerous Warriors of
Harad. But all their courage and skill at
arms would avail me nothing if I allowed a
huge elephant to thunder into my men and
trample them into the ground!

The Forces of Good

My plan was, from the outset, to keep a

steady rain of arrows from the archers on

the Mimak to see if I could get it to
stampede and run amok in the Harad lines —
about the only chance I had of stopping it.
The bows only have a Strength of 2, but
with enough of them, 1 might stand a
chance of doing a wound to the monstrous
beast. Sure, that would mean most of the
Haradrim Warriors would get to the wall
untouched, but I had faith in the steel and
courage of my warriors. With Imrahil’s
ability to act as a banner for any of the
Kunights of Dol Amroth, I knew they stood a
good chance of holding out. Being able to
fight from behind the wall was also a great
advantage, as it meant that even in the
fights my men lost, the Haradrim Warriors
would still need to roll a 4+ to strike them.

Without knowing where the Evil force
would be set up, I split the Knights of Dol
Amroth between the two flanks and put

‘Imrahil with one group, thinking that

wherever the main threat materialised, I
could either keep Imrahil where he was or
move him out to be best placed to make use

of the In Defence of Gondor special rule. |

kept the archers close to the wall to shoot
the Miimak and the spearmen back at the
tower, ready to move forward and reinforce
the Knights of Dol Amroth.

After that, there wasn’t much to do but wait
for the Evil force to come at me and hope

that I could do enough damage to the

Mimak before it reached my lines. I didn’t
want to think of the carnage should it make
it to my warriors. ..
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Adam ’ﬁ‘oke: Betwaen

ancient fartrcss. of

Glamorgarth. Crumbling

masonry, fallen into

disrepair over hundreds of

' years, and a meagre force

of Gondor’s Warriors shouldn’t prove an.
impossible obstacle, should it? My force
outnumbers the defenders by a frightening
margin, and at the forefront of my army
marches a dreaded Miimak. All the
advantages for the oncoming confrontation
are mine but, I'1ll be honest, even as T write
this introduction I am a little nervous. Tt's
my first Battle Report on niy own and
apparently in Games Development, it's
traditional for you to lose your first one.
Graham seems exceptionally keen to.
uphold that tradition, :

e

The Forces of Evil

So what is my bat'tle plan? I've done a lot
am conﬁdcnt | know their strenglhs and
weaknesses. The trick will be to get my
forces over the wall as fast as possible.
Imrahil and his men only need to stay and
fight the Haradrim until a sufficient number
of their forces can withdraw. The mighty
Prince of Dol Amroth is intent on saving as
many lives as possible. Suladin has no such
intention. A full-scale assault on the wall is.
the order of the day! I will concentrate my
advance in two main areas. The Mimak
advancing on my left flank by keeping it at
least 8"/20em from the board edge, I'll
ensure that the awesome monster has the
best chance possible of reaching the enemy
lines without stampeding off the board.

On my right flank, Suladin and Hagréiz will
surge forward on their horses, leading the
Haradrim Raiders. My intention is to burst
through the thin line of defenders holding
the wall and create a space wide enough for
the Warriors on foot to climb over when
they arrive. Then, by use of a simple
enfilade, I can sweep down Graham'’s line,
charging down the wrong-footed defenders
and driving his men back against the wall
they were trying to hold. By getting my
Raiders behind him I can hopefully harry

——

Graham'’s retreat and prevent him escaping
in sufficient numbers. Gutharic will lead the
spear-armed Warriors towards the wall,
following Suladﬁn s chargc Thcrc they.

up a comfortable battle line on the mhr:.r
side. Assuming the Mimak does its job, I
should be able to herd the beleaguered
defenders towards myy Warriors, allowing
Suladin and the Raiders to pick off any

lone stragglers. {

My bowmen are going to lurk behind my
main advance. Their weakness in combat,
and their ability to use poisoned arrows
means that they are best used at a distance.
With any luck I will be able to single out
Imrahil for some attention from my {
bowmen before the forces clash, maybe
depriving him of a wound or two. Because
of his tremendous leadership abilities and

the Knights of Dol Amroth’s special rule, 1
Imrahill and his Knights are a key part of
Graham’s force. In Defence of Gondor,
Graham will most likely keep Imrahil in the
centre of the battle line. By attacking his
flanks 1 will be able to force Graham to
commit to stopping either the Miimak or
Suladén’s advance. Either way, one or other
of my thrusts sheuld break through. So long
as my plan works...




The d@feﬁd@fs stand fast.

TURN ONE

With a mwhty shout, the arimy of Suladan,
‘Serpent Lord of Harad, surged forwards
‘towards the thin line of warriors of Dol

) Amroth. Tmrahil, seeing the disposition of

the Harad army, rubhé'd wi'th'his Knights
where the ﬁahtmg would be thlckss't and

} distance himself from the Mimak that was
directly before him. The defenders knew
that they had only to hold their position a
short time, allowing their comrades
elsewhere to escape to safety before they
r3too3 could begin to fall back. Grimly they
chose their positions and prepared for the
ranks of the Haradrim to engage them.
Bellowing in fury, the Miimak lumbered
towards the right of the Good force’s line.
} On their left the Raiders, Suladin and
Hagréz shielded themselves behind their
men, moving with all haste towards the
crumbling walls of the Glamorgarth. In the
centre Guthfiric marched with his company
of spearmen directly towards the walls.

The bow-armed Warriors of Harad halted in
their advance for long enough to unleash a
torrent of poison-tipped arrows onto the
defenders, however they were too well
-concealed and their armour proved
sufficient to prevent injury. The Warriors of
Minas Tirith armed with bows drew hard on
-their strings and let fly with their arrows at

Q

the raging Miimak cha_rging-towﬁfds their
lines. However, such is the thickness of its
hide that no real harm was sustained.
Unperturbed by the arrows their mount
attracted, the archers mounted in the
howdah let loose their return fire and
managed to score a wound on a Warrior of

arrow piercing his throal

Graham rolled a total of 5 on his 2D6
allowing 50 men to escape the doomed
Glamorgarth this turn.




Spfél?‘me&‘i rush to defend the wall.
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TURN TWO

‘Seeing the red and black line of attackers

surging towards the wall, the defenders took
this last chance to redress their lines.

‘continued to the left of the wall, the bow-
-armed Warriors of Minas Tirith giving their

Warriors of Dol Amroth. The spearmen

from the tower fully reinforced the Knights

on the leftmost flank, With'M:lel'_hor: striding
into the front rank, shouting encouragement

precision the Haradrim Raiders divided
their ranks, allowing Suladén and Hagriz to
charge forward and engage the warriors at
the wall, the Raiders drawing their bows as
they prepared to fire on the defenders.
Suladén, erying a challenge to Maethor,
brought his horse to the wall against him,
at a lone Warrior of Minas Tirith. On the
opposite flank the Mamak changed its angle
of apptoach slightly and rushed for
Imrahil’s new position, the ground
thundering beneath its mighty feet. The
spear-armed Haradrim continued their
advance under the watchful eye of Gutharic
and the ominous shadow of the Mimak.

Noting the closeness of the Mimak,

Graham saw that his time was short. so the

Warriors of Minas Tirith armed with bows
redoubled their efforts and shot at it once
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The Haradrim Raiders breach the-Dol Amroth barricades.

again, This time one of the brave archers
was fortunate enough to score a wound
upon the beast. The great animal bucked
and reared in pain, and Adam failed the
Courage fest to keep the beast from
stampeding next turn, spelling potential
disaster for his nearby spearmen. Even as
the Miimak Commander fought to control
the panicking creature, the archers in the
howdah returned fire, but were unable to
fell'any of the Good soldiers. Everywhere
else the Evil army fired its bows and for a
moment the sky above the defenders was
darkened with black-fletched arrows.
Miraculously, when the patter of arrow

heads striking shields and stone had ceased,
not a single Good warrior was slain,

Unaware of the failed efforts of his archers
the Serpent Lord struck out at Maethor
who, despite his bravery, was sorely
outmatched. Slashing over the barricade
Suladén opened a terrible wound in the
Good Hero, but was unable to slay him, his
horse shying away from the wall.

Hagr&z fared worse than his commander;
himself from the fierce lance thrusts that
came his way.

Imrahil's force prepares to meet the charge of the Haradrim.
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This turn 90 more defenders safely escaped
the area, bringing the total to 140, nearly
half of the required amount.

TURN THREE

Winning priority, Graham sized up his
options carefully before beginning his
movement. He altered the position of a few
models, though the bulk of his force
remained stationary, Imrahil and his men at
the wall beat their swords against their
shields and shouted in triumph and pride as
the Miimak: ‘began fo stampede, the
commander in the Howdah unable to
distract it from thﬂ agony of the arrow in its

control Gutharu, desperately issued a heroic
move to the men about him, rushing his
Warriors away from the likely path of the

wounded bcast With a look of g;}ee Graham.

away from the wall and hlS own man Thc
crew on the howdah held on for dear life as
the beast trampled away, two of them
falling from their perch to suffer painful
dcathq beneath their angry mount Graham,
bqu of his spearmen to safety, selected the
nearby Haradrim archers for destruction.
The line of bowmen who had been
advancing slowly beside the Mamak
howled in terror as the raging beast
trampled across them, Graham taking great
pleasure in seeing all six crushed to death.

Both sides exchanged volleys of arrows, the

Good archers inﬂicting_ another wound on
the Mamak, however Adam passed his
Courage roll this turn.

At the other end of the field. Suladén.
Hagréz and three of the Raiders charged in
against the defenders manning the wall,
Suladan singling Maethor out again, whilst
the others charged a mixture of Warriors
and Knights of Dol Amroth. Hagriz

adversary, r‘clymg ona pmnt of Might to

guide his lance stroke over the wall. He was

forced to use another Might point to fell his
ad\_;crsa_ry__ before ]capmg over the wall and
Raider armed mth lance was beaten back
by a Knight of Dol Amroth, the expert
watrrior cutting the Southron from the
saddle with practised ease. Elsewhere, a
Raider managed to cut down a spear-armed
Warrior of Minas Tirith, crossing the wall
as he did so. In an act of sheer desperation,
Maethor spent a point of Might to best the
Serpent Lord in their continuing fight,
pushing him back but not wounding him.

Graham e‘:nthuqiastjca]ly rolled the diw to
turii 'bnngmg the total to 200, If he was
lucky at the end of next turn, he might be
able to begin falling back.

Haradrim Raiders cross the barricades.
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TURN FOUR

Adam was very pleased 10 win priority at
last, allowing him to crash his battle line
to have any chance of winning he had to
cross the barricade and cut off Graham’s
against the main bulk of the defenders in
the centre. Suladin charged a Knight of Dol
‘Amroth, leaving Hagréz to deal with
Maethor who stubbornly held the wall.
Adam reasoned that now that Hagriz was
across the wall, he should be able to make
short work of the wounded Hero before.

retreat; Elsewhere the Mfimak arrested its
stampede and began lumbering back
towards the wall, and the remaining
Haradrim archers advanced. The slain
Haradrim infantry began (o trickle back
onto the battlefield thanks to the
' Unrelenting Assault special rule and some.
incredible dice rolls. With most of his
models engaged in combat, Graham moved
“his spearmen into the best positions to lend
support and made sure that his archers had
clear lines of sight at the Mlmak.

The shooting finally began to look
promising for the Evil side as the archers
‘who entered play unleashed a volley onto
the defenders around Imrahil. A Knight of
Dol Amroth fell dead. Unfortunately so did
‘a Haradrim spearman, the victim of careless
aim. Elsewhere the other bowmen killed
another defender and the archers on the

‘between them; two thanks to the Poisoned
Arrows special rule. In retaliation, the Good
archers lired yet again on the Mimak. but
to no effect. In the Fight phase two

e S

Haradrim Raiders were cut down, as were a
Knight of Dol Amroth and two spearmen of
Minas Tirith. Maethor and Hagriz duelled

‘bitterly against one another, Maethor

spending his Tast Might point to force a roll
off to see who won. Luck was on his side

-and Hagriz was wounded. Even worse for

Adam Suladén lost his fight against the

‘Knight of Dol Amroth who, to add injury to

msult, struck a wound from the Serpent
Lord which Adam then failed to save with a
Fate roll: This turn had been costly for both

More Haradrim Raiders pour over the barrvicades.

the Haradrim.

Graham rolled a seven this turn for
escaping Warriors, raising the total to

force would soon begin its retreat.

TURN FIVE

For the second turn in a row Adam won
priority. Graham looked concerned as
from the Mamak as fast as he could,
Then the Mtimak began its move.
Ignoring the wall it stomped into the
Warriors milling about before it. It

crushed two unfortunate Warriors of

Harad, three Warriors of Minas Tirith
with shields, two with bows and two
Knights of Dol Amiroth, only stopping
when Adam failed to kill a third Knight
with three Strength 9 hits. Now the lucky
Knight would have to fight the terrible
beast in the Fight phase too! The Mamak
might have taken a while arriving, but its
effect was profound! Imrahil, secing his
Warrior in peril, attempted to charge the
beast himself. However his resolve
crumbled (as Graham rolled double 1)
and he fled in terror along with one of his
double 1! On the left flank Adam charged
his Warriors into combat once more.

the same Knight for his attentions this
turn too. Maethor and Hagriz continued
theirduel to the death.




With the bulk of their archers dead or trying.

to escape the Mmak, the Shoot phase for

the Good side was uneventful. The Exil side

managed to strike the fleeing Prince of Dol
Amroth twice, once from a volley and once
from the archers in the howdah and, thanks
to sheer luck and a poisoned arrow, they
managed to take two Wounds from him.
Graham failed both Fate rolls by rolling a 1
for each, grimly taking the Wounds, and

saving his last Fate point for later. The
Fight phase started well for Adam with
Hagriz knocking Maethor to the ground
and killing him with his lance. However,
the Good side mounted a comeback; they
killed a Haradrim Raider, took another
Wound from Suladin and even beat the
Mdimak in combat with the

same courageous Knight of Dol Amroth

who had halted its terrible advance earlier,

This turn Graham rolled 8 on his dice
(despite Adam chanting “double 1),
meaning that 80 more defenders had
retreated to safety, and the total was up to
350. Next turn the Good side could begin
trying to retreat off the board. With the
Mimak crashing through Graham's lines, it
was not & mamem {00 soon for the Good
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TURN SIX

With another stroke of luck Adam again
won priority. Straight away Graham had
Prince Imrahil call a heroic move, allowing
Imrahil himself and a number of Warriors
about him to rush towards the board edge.
Once that was completed Adam carefully
positioned his spear-armed Warriors of
Harad so that he could bring his Miimak
further along the wall to ‘scrape the
defenders off’. However, fortune 1s fickle
and the Mamak failed to kill the first model
it contacted, a lone spearman, who would
now have to face the mighty beast in
combat. Suladan, Hagraz and the Raiders
who had crossed the wall all charged Good
warriors, eager to break through their thin
line and chase down Tmrahil and his
retreating troops.

The Shoot phase was uneventful with
neither side scoring any wounds, despite
two volleys being directed at Imrahil and
the crew of the Mmak literally showering
him in arrows. In the Fight phase another
‘Raider was cut down by a Warrior of Minas
Tirith, a Kmight of Dol Amroth slew a
Haradrim Warrior and the Miimak crushed
the lone spearman with ease.

TURN SEVEN

For the fourth turn 1n a row Adam again
seized prionty. Seeing him reaching for the
Miimak, Graham had Imrahil call another
warriors from harm as possible. Adam had
the Miimak Commander call a heroic move
too, and in the following dice roll Evil won.
Rotating the Mimak carefully Adam

The forces of Good refuse to give up the ﬁgh.r,

managed to get an angle where he could run
down five Good models, mercilessly
squashing a spearman, a Knight of Dol
Amroth and three Warriors with shields.
Immediately following this Imrahil and the
Warriors close enough to him moved as fast
as they could towards the board edge.
Suladéan and Hagréz charged into combat
while three of the Raiders broke off, riding
as fast as they could to try and cut off
Imrahil’s retreat. The remaining defenders
at the wall were engaged by the spearmen
still led by Guthéric. Again the shooting
was ineffective. Only the archers in the
howdah scored a kill, thanks again to their
poisoned arrows. The Good archers were

too busy retreating to pause and return fire
back at the enemy.

In the Fight phase Suladin issued a heroic
combat. Easily despatching the spearman he
was pitted against, he swiftly rode off,
catching up with the Raiders on the left
spearmen, bowling them to the ground and
lancing both with brutal efficiency. The left
flank had collapsed utterly. However, in the
centre, Guthéric was beaten back and

three of his spearmen were killed,
Outnumbered and surrounded, the
defenders of Gondor fought on!




The for f Good flee befare the awesome might of the Mimak.




TURN EIGHT

Again the Bvil side won the Priority roll,
making it five turns in a row! Seizing the
initiative, Adam turned the Miimak to face
the last few defenders at the wall. As it

Banner bearer, three Knights of Dol Amroth
and three spearmen of Minas Tirith,
annihilating the remaining defenders and
leaving only a lone Swan Knight bravely
fighting to the death. The spear-armed
-Haradrim and Guthéric made one more
mighty charge against the beleaguered
Knight as all the horse-mounted Warriors
“and Heroes raced after the fleeing defenders
as fast as they could.

Taking his chance to escape, Imrahil moved
off the board with one of his Knights, the
remainder of his warriors moving mto
position to escape next turn. The Shoot phase
was over quickly, with two inaccurate
volleys from the Haradrim archers failing to
score any wounds. The last Knight at the
wall was cut down in a welter of blood as
‘Guthéric and his men scrambled over the
wall, jubilant at clearing the barricade at last!

TURN NINE

Fally, Good won priority, and Adam was
disappointed to see the only remaining
Good models on the board escape. The
Raiders who were rapidly skirting around
the edge of the table were unable to prevent
their retreat — even with the use of a heroic
move. All that remained at this point was to
check to see if Imrahil and his surviving
men would be able to make it back to join
up with their forces.

3 i Y

The last defender is overwhelmed.




QUITTING THE FIELD
Once the scenario was over all that
remainied was to see if Imrahil and the
other escaping defenders would be caught
and slain by the roving Haradrim Raiders.
Adam had seven remaining cavalry models.
(including Suladan and Hagriz) so Graham
would need to roll a 4+ for each escaping
model to see if it survived or not.
Unfortunately luck was not with Graham
as he rolled his dice, with Imrahil and two
of the other Men of Minas Tirith being lost
as they tried to regroup with the other
Gondorians. This meant that the Evil force
was victorious by a whisker!

The piasers shake hands aﬂer a close fought game.

- Graham MeNeill: Curses!

_ Just when you think you
@& haveit all sewn up, it all

goes to pot bgcause you

going to lose a whole load of my
‘courageous warriors and just roll with: the
punches that the Mamak would deal out to
my lines. As long as I got Imrahil off the
board I figured I could win the scenario, So,
as it turned out during turn five, the
unlikely event of both Imrahil and the
Knight of Dol Amroth rolling a double 1
when they tried to charge the Miimak

worked in my favour, gefting them closer to

the board edge when the time came to get
the hell out of Dodge. If T hadn't failed that
Courage test, Adam’s flanking Harad
Raiders would no doubt have caught my
retreating warriors, Instead they
successfully managed to flee.

Adam Troke: Victory is-
mine! Even as I write 1 can
picture my jubilant
Haradrim pressing
forwards towards the
killing fields of the.
Pelennor. The Prince of
Dol Amroth and his Swan Knights sorely
taxed Suladan, but my greater numbers and
the war Mfimak of the Haradrim were the
deciding factor. But, to be honest, it felt
more like a draw than a win. Graham
managed to get a good number of men
away, but the dice cheated him at the last
moment. Really he was pipped to the post
by pure bad luck at the end of a hard fought

The Forces of Good

Overall, I think I did a reasonable job of
holding up the Harad long enough for
honour to be satisfied. The archers did a
sterling job of getting the Miimak to
stampede with their first volley, but
achieved little after that, though without
that first stampede in the opposite direction,
the Mmak would have rampaged through
my troops and killed everyone before the
requisite number of soldiers had escaped.

All my Warriors performed brilliantly on
the day, with special mention going to the
Knights of Dol Amroth who held the wall
against the Haradrim for the entire battle
until the Mimak crushed them all to death.
No matter how hard Adam’s Haradrim tried
to push their way over the barricade, the
Knights of Dol Amroth met them with steel
and courage and held them at bay. Only the
despicable tactic of trampling an angry
Miimak through the combat ended their
defiance... but what a way to go

The Forces of Evil

and exciting scenario! Would I handle
things differently if we played the scenario
again? Well, no. I think my overall battle
plan was pretty sound, let down in the main
by the stubborn refusal of the defenders to-
die and the stampeding M{imak in turn
three. If the Mimak had been crashing
through the Good army's lmcs two turns:
crushmg my own forces it would have been
a much darker day for Gondor. Ah. the
vagaries of fate,

For me the highlight of the game was when
Graham wounded Lhe Mamak and caused It

With quite a few models over and above
what I needed to win escaping from the
board edge. I was quietly confident that I
had the game in the bag. Then Adam
reminded me that I still had to roll to see if
the escapees had managed to get away
completely. Unfortunately luck deserted
me as mii after mll came up with a I 2 or

Flrtmg_iy, thc_ last model ro_]]e_d {q; wds
Imrahil. but fortune was not with him and
he fell to a pursuing Harad:. With that the
game was Adam’s.

Despite my defeat it was a thrilling match-
up — real nail-biting stoff as I struggled to
hold Adam’s Haradrim at bay long enough
for my men to escape. Ultimately it was
not to be the Good side’s day, but never
fear; I'm sure things will turn out alright
on the Pelennor Fields.

spearmen out of harm’s way only to have
the raging Miimak trample across the
hapless archers instead! Moments Tike these
are great for me, when something happens
that really fits with the image of the armies.
Mimakil raging out of control are a serious
threat to any Haradrim player, and [ was
pleased that something fun and characterful
like this happened, even if it meant I lost a
swathe of men!

made even more 50 because we. d]dn t know

who had won until the last dice rolls were
made. And so it was that fortune favoured
me. Long live the Serpent Lord of Harad!

— @B




1THE SANDS OF KARNA

A scenario for The Lord .Of The _Rz’ngs by Mat Ward

A band of warriors of Minas Tirith
stumble into the ruins of Karna, a once
great city reduced to rubble. As the men
of Gondor seek treasure, the dreaded
Dimlokhi rise to vanquish the intruders.

Description

Kérna was once the closest thmg that

} times of Gondor's occupatlon, Mardat the
‘Serpent Lord, ruled his rebel kingdom

] from its mgh throne and spun strategies to
defend his land from the usurpers from the
) north. Though he railed against his

‘short time before Mardat fcl] at the hands
-of one his countrymen. With his death, the
armnies of Gondor once more came down
from out of the north and crushed those
who had oppesed their rule. Kirna was to
be an example for the next chieftain who
chose defiance. The city’s spiralling towers
‘were felled and its houses were consumed
by fire. Almost a century later, a company
‘of Minas Tirith’s warriors entered into the
ruins of Karna, seeking any valuables that

local fales of di’b&d spm_ts t_h_a_t haunted the
forsaken city, and cared not for the offence

-that their presence caused the local

population,

‘Good _
‘e Valadir (Captain of Men)

= & Warriors of Minas Tirith

with shield and spear
o 8 Warriors of Minas Tirith with shield
s 8 Warriors of Minas Tirith with bow

Evil
¢ Kashdhar
(Hatadrim Chieftain with shield and spear)
« 4 Dimlokhi (Barrow-wights)
» 12 Haradrim Warriors with bow

'+ 12 Haradrim Warriors with spear

Points Match

If you want to play this scenario with
alternative forces, choose 350 points of Evil
Warriors and Heroes and a Good force of 250

points. Note that the Evil force must include
‘at least four Heroes or otherwise big, nasty

foes, such as Mordor Trolls. If you want to
play a larger game, simply increase the forces
by a similar factor — ie, a Good force of 500
points should be matched against an Evil
force of 700 points.

Layout

The scenario is played on'a board 48"/112¢m
by 48"/112em. The ruins of Kérna should
cover the entire board, but by this point the
city has become overgrown with all manner
of vegetation as the forest has come to
reclaim the land — represent this with a
scattering of trees and scrub. In the exact
centre of the map lie the tuins of the palace of
Karna. These should be represented by a
single, mostly intact. building about 4"/10cm
by 4"/10cm.

Starting Positions Ao
The Good player deploys his entire force
within 12"/28cm of the palace ruins. They are

“spread ouf, searching for items of value -

represent this by deploying no Good model
closer than 2"/4cm to another Good model.
When thls has bcen done the Evﬂ p]ayer

any board edge. The Dimlokhi (or four most
expensive models if playing a points match)
are not deployed at the start of the game, but
may become available later.

Objectives Eeea
Whichever side reduces the other to 25% or
less of its starting numbers (6 models in the

‘case of the Good side and 8 models in the

case of the Evil side) first, wins the game. If
both forees are reduced to 25% or below in
the same turn, the game is'a draw.

SPECIAL RULES

The Call of Death. The Dimlokhi are not
aware of the presence of others at the start of
the scenario, but instead will be drawn to the
battle as blood is spilt. At the end of each

turn, the Evil player rolls a D6 for each model

(Good ot Evil) slain this turn. If the result is a

5 or 6, he may deploy a single Dimlokh

anywhere in the central building. Newly
arrived Dimlokhi may act normally as from
the start of the following turn.

Ageless Terror. The presence of the
Dimlokhi holds great terror for the Haradrim
as well as that of the Men of Minas Tirith. If
4 Haradrim is within 6"/14cm of a Dimlokhi
at the start of his move, that Haradrim must
immediately pass a Courage test or retreat,
exactly as described in the main rules.
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The Warriors of Minas Tirith face. not only the Haradrim, but also the dreaded Dimiokhi,
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A STRATEGY BATTLE
Blood on the Pelennor Fields

When the old alliances seemed all but dead, it was Rohan who answered the call of Gondor as the forces of Sauron surged into its
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